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Make your moves at lightspeed in the new Star 
Wars Trading Card Game. Three different arenas 
command your attention as you direct the action 
using characters, weapons and ships from the 
Star Wars: Attack of the Clones movie. 


Game Support Lina: 08457125599 


Official Star Wars Web Site 
www.starwars.com 


© 2002 Lticasfilm Ltd. & TM. All rights reserved. 

The Wizards of the Coast logo is a 
registered trademark of Wizards of the Coast, Inc. 

A Hasbro Group Company. 


TRADING CARD GAME 


Available From: 

WOOLWORTHS WH Smith and all good independent toy B hobby shops 
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ACTION. THRILLS. 
EXCITEMENT. THINGS GOING 
BANG. THRILLS AGAIN. 


IBBUE TUJEnTV-ninE 


Komme and 
get a load 
of zis dassic 


IT SEEMS TO be a bit of a blockbuster movie special this issue chaps, ladies and everyone 
else. The silver screen arrives on the GBA's sometimes infuriatingly dark screen in three 
brand new titles: Gremlins, Spider-Man The Movie and (obviously) Star Wars Episode II: 
Attack Of The Clones. Quite a triple bill for the wee plastic gamesmaster then. 

Even though the movie's been out for a week or so, we'll have to wait for a while for the 
GBA version of George Lucas' latest prequel. But meantime our exclusive preview should fill 
you in even If you don't know your JedI from your Jawas or whatever they're called. The only 
big time alternative to shovelling in your popcorn while the Skywalker dynasty messes about 
on the screen Is, of course, Spider-Man. With Peter Parker's alter-ego also swinging his way 
through New York on the GBA, anyone will less money than sense has a clear choice: watch 
Attack Of The Clones and play Spider-Man, or vice versa*! 

Or, on the other hand, you could just forget about the movies and spend all your hard- 
earned currency on your GBA. Just check out some of the titles soon to be released in our 
massive Preview section: Dragonball Z at last! Metroidl Zone Of Enders! Everything you've 
been asking about has suddenly come into focus, and we're the first with ail the facts! 

We don't get these results by hanging around In 
cinemas shovelling down popcorn, you know - our i 

thumbs are begging us to stop, but we can't! / / 


Jem Roberts 
Games Editor 


'If you play and watch simultaneously, you're a bit of a nutter. Cinemas are dark! 
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STRAINING AT THE SEAMS WITH AUL THE JUCIEST GBA GOSSIP! 
READING THIS ON THE BUS? LOOK OUR YOU’VE MISSED YOUR STOP! 




Hot off the press and ready to 
explode, this month's news will 
scorch your GBA's little soul. 06 


TA PREVIEWS^ 

@ 


All the previews this month have 
been dug up from the secret vaults 


of gaming. See the first screen 
shots here 

I Robotech: The Macross Saga.16 

Metroid IV.17 

Tiny Toons Adventures: 

I Buster's Bad Dreams.18 

Pinky and the Brain: 

I The Master Plan.18 

I Spirit: Stallion of the Cimarron.20 

I Dragon Ball Z The Legacy of Goku....21 

I Zone of Enders.22 



Forget the football this summer, the 

world's going Pinball crazy!. 24 

The whats annd the whys about the 
GBA titles storming Japan. 26 


GBA REVIEWS^ 

@ 


Our experts leave no turn unstoned 
in their never-ending quest for GBA 
gaming perfection among the latest 
selection of brand new releases... 


Spider-Man The Movie.30 

Maya The Bee.34 

Star X.36 

GT Advance 2 Rally Racing.38 

Downforce.42 

Gremlins.44 

Wolfenstein 3D.48 

Amazing Sea Monkeys.52 

Davis Cup Tennis.56 


GBC REVIEW^ 

@ 


Although the GBC has one foot in 
the grave, we are still here to show 
you what's great and what to hate! 

Diva Starz.58 



Have your say! Letters, emails etc... 
Your chance to appear in the best 
Game Boy Advance mag there is 


.61 



Crucial tips, guides and ail the 
assistance a gamer could possibly 
need, provided by the best games 
journos in the business.66 


KNOW YOUR GAMES 


with a back catalogue of over 500 
GBA and GBC titles which have all 
been tenderly reviewed for your 
buying pleasure, there's no place 
on Earth you'll be better-informed 


BACK ISSUES 

@ 


Missed an issue? Take a look at our 
past reviews and see how we've 
evolved over the months. 95 


PRIZE CROSSWORD^ 

® _ I _n 


Sixty pounds worth of Infogrames 
goodies simply must be won, so 
scoot on over without delay!. 97 


COMING SOON 

@ 



Why do fortune tellers walk very 
carefully? We gaze into our crystal 
balls to tell you what the future 
holds, and you don't even have to 
cross our palms with silver! . 98 
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CHARTS 


A 
NEWS 


FIRE EMBLEM, BALDUR’S GATE, GO GO BECKHAM, 
MUPPET SHOW 25TH ANNIVERSARY, POKEMON 


GBAONUNE... 


Now you can 
link-up to the 
whole world! 
Well, sort of... 


CURRENTLY CAUSING A major stir in the 
128-bit console market is the debate as to 
who will provide the best online console 
gaming experience. So far the only console to 
achieve this was the unfortunate Dreamcast; 
which prematurely exited the market due to 
lacking the levels of marketing necessary 
nowadays to garner consumer support. The 
irony of this Industry charade is that while 
these larger and more powerful machines 
compete to successfully launch online 
gaming, the less prominent GBA has 
sneaked passed them all to go online via the 
genius at X-traFun Inc. 

CEO and President of Colorado-based 
company X-traFun Inc, Mark Kramer, has 
gone on to record to say that his new 
cartridge-based wireless peripheral for the 
GBA will let mobile gamers send 
emails, enter chat 
forums, ascertain 


endless streams of Information and all at 
around the cost of a normal Gameboy 
Advance cart. So far, the USA seems to be 
the only testing ground for this great add-on, 
but if the trials prove successful than the 
product is set to be distributed in Europe. 

However! Pelican Accessories has just 
released a new doohickey for Game Boy 
Advance and Color. The Game Downloader 
comprises of an Xploder-style cartridge, a PC 
Link Cable and a software CD. It works in 
conjunction with PCs - once youVe installed 
the CD on your PC, it takes you straight to 
www.mp3games.net and download mini¬ 
games to play on your GB, like Arkanoid, 
Fatlicks, and Psst. Ifs altogether a fab new 
cheaper alternative to buying GBA games! 


WHAT’S HOT AND 
SIZZLING 

COURTESY OF ^ 
CHART TRACK! ^ 


1 Monsters, Inc. 


Disney Interactive 


2 Pokemon Crystal 
4 Scooby Doo - Classic Creep Capers 
6 Pokemon Silver 
8 Harry Potter: Philosopher’s Stone 
10 Super Mario Bros 


7 Atlantis: The Lost Empire Disney Interactive 


Nintendo 

Q2II 

THQ 
Nintendo 
EA Games 
Nintendo 


TOP GAME THIS ISSUE! 


i + | I**! 


SUPER MARIO 
ADVANCE S 


1 Super Mario Advance 2 


5 Crash Bandicoot: XS 
4 Mario Kart: Super Circuit 

6 Super Mario Advance 
8 Jackie Chan Adventures 


Nintendo 


Universal Interactive 
Nintendo 
Nintendo 
Activision 


9 Shrek: Swamp Kart Speedway 


10 Tekken Advance Namco 

Verdict: Who's buying Shrek Kartl Ugh! You Loons! 





































The Advance Wars 
team spark up their 
new Fire Emblem.,, 


THE STORY IS set to take place one 
thousand years after a massive battle for 
supremacy; which took place on the dark 
continent of Ereb. Emerging from the 
settling dust of this conflict, the game's 
protagonist Roy, along with the young 
prince of Etruria, sets out to defend his 
sick father's kingdom against an invading 
army from the East, while unravelling the 
history of the Humans and Dragons great 
war. On their crusade, you are required 
to make an allegiance with warriors from 


surrounding kingdoms Lycia, Ilia, and 
Sacae to face the relentless threat and 
once again save the world from 
damnation. Judging by the look and feel 
of the game. Advance Wars veterans 
should be right at home, as even the 
combat is rumoured to be similar to the 
company's previous turn-based strategy 
title. With the game already amassing 
sales of over 140,000 on the eastern 
market, an announcement to release the 
game in the West is imminent. 





FOR THOSE FANATICS familiar with the PC and its 
plentiful supply of RPGs, you may be aware of a little 
town called Baldur's Cate. If not then it surprises us, as 
the series has really gone from strength to strength 
with conversions extending to the PS2 and other next- 
gen machines. It seems though that its domination is 
not set to stop there, as we have received confirmation 
that the series is now coming to Nintendo's handheld. 
Due for release at the end of the year, there is next to 
no information available as yet. At present it's also not 
clear whether the games plot will follow the recent PS2 
version or whether it will take a completely new 
approach; but whichever it chooses we feel that 
Destination Games could really push the GBA to its 
limits bringing the world of Baldur's Gate to life. 


A STORY OF 

DRAGONS AND 

DANK DUNGEONS 

A dark adventure 
worth undertaking 
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SNOOP 

BCDDPinE UP EEmE MET 
EBREEEEIP... 


ALIENS US. PREDATOR 

With sales of over one million on PC and 
critical acclaim, Aliens Vs Predator is now 
coming to GBA. The PC version featured 
three playable characters mirroring the 
stars of the movies: a Colonial Marine, 
an Alien and even the Predator itself. At 
the moment there has been no mention 
as to whether the game will remain as a 
first-person shooter or take a different 
approach, but when it does finally arrive 
it's almost certain to be a real treat. 


IT’S A-HIM AGAIN! 

Super Mario Bros 3 will be simultaneously 
released on the GBA with the Japanese 
and US launch of Mario Sunshine on the 
GameCube. Featuring boosted graphics 
whilst maintaining the addictive 
gameplay formula of old, the NES classic 
should sit comfortably alongside the 
recently re-released Super Mario World 


THUMBS UP - 
HEADS DOWN 

Big thumbs and wobbly heads 


HOT OFF THE press and with an update 
from last issues "Thumbs Up" snoop, it 
appears that scientists have discovered 
another videogame-related health concern. 

It appears that indulging in your 
favourite game can actually prevent 
the development of your frontal lobe, 
which apparently continually 
develops until adulthood. This 
revelation has caused some major 
concerns amongst both scientists and 
parents alike as this is the area of the 
brain that is essentially responsible for 
controlling behaviour, developing memory, 
relaying emotion as well as learning. 

It is believed that if this is not researched 
properly than we could face a growing 
number of youngsters who have under¬ 


developed frontal 
lobes and therefore 
are ill-equipped to deal with life and its fair 
share of challenges. It has also been revealed 
that the best way to stimulate growth in this 
area is to practice mental arithmetic as well as 
other challenges that require thought. We are 
unsure as to what game they used to test 
their subjects but we can only say that they 
have never come across Broken Sword or 
even Breath Of Fire - both of which are 
suitably mentally taxing. Although these are 
fine examples of difficult games this revelation 
has still caused some concern in the GBA 
office relating to the effects of years of 
gaming. You've all seen seen those fellas 
tootling their instruments in the Modal Nodes, 
the original Star Wars cantina band? Well... 


and the forthcoming Yoshi's Island. Well, 


not that forthcoming as there's no info 



anywhere on it yet, but just wait... 
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It's Time To 


Light The Lights! 


DROOPY TO FOLLOW SNOOPY! 



After the beagle did so well on the GBC 
courts, you can't blame cartoon hound 
Droopy for following in his footsteps, with 
Droopy Tennis- soon to be released! 

Play the charmingly depressed star 
himself, and also Dripple his son. Screwy 
Squirrel, Butch the dog and Bubbles 
Vavoom, the sexy bitch. With enormous 
amounts of options, bonuses and, best of 
all, four-player games, this is one title to 
make anyone admit 'I'm very, very happy.' 


SEND IN THE SQUAD... 

Developer LSP has announced a counter¬ 
terrorist game, CT Special Forces, to be 
released on GBA. Players will assume the 
role of elite soldiers - paratrooper, heli 
pilot, or sniper in shooter sections and 
platforming areas; which are not to 
dissimilar to those found in the classic 
Metal Slug games. Its 12+ engrossing 
levels are spread out across four different 
gaming environments, and a four-player 
challenge mode is under construction! 



IT’S TIME TO get things started for The Muppets 
games tonight! Yes, TDK have announced that, 
(despite UbI Soft releasing the forthcoming Muppet 
Pinball title) they have acquired the rights to create 
brand new Muppets titles for all next-gen consoles. 
Kermit, Miss Piggy, Fozzie, Gonzo and that one who's 
supposed to be a prawn or something are all lining 
up to appear In their own adventures 
for the Xbox, PS2, 


GameCube and, of course, the Game Boy Advance. 

"In celebration of the 25th anniversary of The 
Muppet Show, we've been expanding the reach of 
Muppet characters by leaps and bounds this year," 
said Craig Allen, General Manager and Senior Vice 
President, Jim Henson Interactive, "The licensing 
agreement with TDK Mediactive will ensure that high 
quality, entertaining Muppet games will be produced 
for a variety of platforms, giving our fans the world- 
over a true gaming experience that only The Muppets 
can deliver." Obviously no one told him about the 
Shrek games, but still, we know that TDK are 
capable of creating some of the most 
innovative and captivating titles, so 
fingers and toes crossed! 


The Reservoir 
Muppets didn't 
arjgue long over 
who woufd be 
Mister Green. 













































David becomes the first footie superstar 
to get a Jap-esque cutesy-poo makeover 


GO GO BECKHAM 


QUITE FRANKLY YOU could have knocked us 
down with a well-aimed penalty kick when this 
little nugget dropped onto our desks. The first 
inkling should have come along when we saw how 
the nation's wobbly footed hero had been shrunk 
into an unbelievably cute little cartoon character. 
But nothing could have prepared us for the truth: 
David Beckham is now gearing up to star in his first 
ever platform adventure - Go Co Beckham! (ooer?) 

To some people, it may have been obvious. The 
nifty dribbler has, after all, already had his own 
videogame titles and a movie. Bend It Like 
Beckham (yet another unfortunate title perhaps) 
created in his honour, but a cutesy-poo platform 
adventure? It's all too brilliantly bizarre to be true! 

In Go Go Beckham, you obviously play the heroic 
little England Captain as he puts all his footballing 
skills to the test in a deadly battle with the nasty 
Mr. Woe. Mr Woe, you see, has cast a terrible spell 
on Soccer Island that has turned its happy wildlife 
into cruel creatures. He has also instructed his 
squad of felonious fiends to wreak havoc on the 


island, persecute its people and the cruellest blow 
of all - steal all the balls from the island! It's going 
to take more than a carefully timed goal kick to put 
all this right, but our lad David's on the case. 

As the game isn't released until the Autumn, it's 
hard to tell exactly what the country's feelings 
towards the golden boy will be after the World Cup, 
but we've got a feeling that this is going to be a 
massive hit, despite the fact that the adventure only 
covers five worlds. Still, the trip should still be great 
fun, with Beckham performing the odd dribble, 
trap, kick, bend and header to defeat all sorts of 
weird monsters. Beckham can also use a range of 
special moves to help him out along the way plus 
find a variety of different ball types to use through 
the adventure that produce some spectacular 
effects, including a Beach Ball and Cannonball. Best 
of all is the opportunity to link-up up to four GBAs 
to compete in a range of special assault course 
modes. Having been created by the cartoon 
masters behind Denki Blocks, this one really has 
the grounding to be a world beater. 
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POKEMON ADUANGE: 



YES, WE KNOW we mentioned 
this last issue, but Nintendo 
. keep on releasing brand new 
WL sneaky peeks for Pokemon 
Advance, and without a 
shadow of a doubt, it's 
the biggest title in the 
\ offing! Unfortunately, 
real info on the game 
tj has still to be released, 
V / even in Japanese. But 
/ what we do know is that 
the existing 251 Pokemon 
i will be joined by 100 brand 
^ new monsters, and many 
new effects will be seen in 
the RPG sections, including 
detailed shadows and 
^ water effects. That's it, but 
] one thing we will make a 
guess at - we reckon the 
/ game's all going to be about 
' ! battling and stuff. You think? 


100 new Pokemonsters? Parents 
everywhere tremble with fear! 




■WIXM 


71 LICORICE sICLLVRERMS 


Pipedream Interactive is currently 
working on the Nintendo classic - A Boy 
And His Blob - tentatively scheduled for 
release in the fourth quarter of this year. 
For those that played the original version, 
you will know that the game was 
extremely taxing, with your character 
guiding the blob by whistling and 
feeding it jellybeans. This strange mix 
enabled you to twist and shape the blob 
to stretch across gaps and such like in 
order to safely progress to the next level. 
Lets hope that Pipedream can 
successfully bring this title up-to-date. 




Aero the Acrobat is set to take the CBA 
by storm when the little Metro 3D mascot 
swoops down later in the year. The 
flapping performer will apparently dazzle 
you with amazing feats of bravery in his 
mission to stop the evil Edgar Ektor. As 
Aero you blast out of cannons, dive 
through hoops of fire and hang onto 
speeding roller coasters to protect the 
circus park for the fun-loving spectators; 
but danger looms as you defy psycho 
circus performers and fairground freaks 
in the quest to save the show from 
disaster. Get ready to roll up this July! 




Save Money On Your 
Favourite GBA titles! 


Subject to the terms and conditions 

listed below; 

1. Offer only valid on redemption 
of this voucher, which cannot be 
used in conjunction with any 
other offer or voucher. 

2. Voucher is redeenrtable at any 
Game store in the UK or Eire. 

3. This voucher is not recoverable 
and is not exchangeable for cash. 

4. This voucher is redeemable 
against Game Boy Advance 
games only. 

5. Only one voucher may be used 
per product. 

6. This voucher cannot be 
redeemed against a 
pre-owned purchase. 

7. This offer may be withdrawn at 

any time without prior notice. 

8. This voucher is valid until 
25th June 2002 


With so many games being 
released on the GBA it's hard to “ 
keep up. That's where Total 
Advance and those fine people 
at GAME come in. We've teamed 
up with them to offer you this 
lovely £5 off voucher to help you 
stretch your pennies even further! 
So, what are you waiting for? Get 
it cut out and race as fast as your 
little legs will carry you to your 
nearest GAME store! 
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Also available from THQ 
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IT’S A STRANGE substance, the 
Force. I'm not really talking about 
those Midichlorians or whatever 
they're called that float around in 
a Jedi Warrior's bloodstream. No, 
The Real Force is what makes 
George Lucas' science-fiction 
universe the most colossally 
successful movie franchise in 
motion picture history. It's The 
Force that has kids (whose 
parents weren't even in long 
trousers when the first movie was 
released) saving up every single 
last penny to afford the latest 
lightsaber with realistic sound 
effects. It's The Force that made 
two congenital idiots start 
queuing up to see Episode II way 


The saga continues at last! Let's 
hope we're not all already sick of 
it - this is the first EXCLUSIVE look 
at GBA Star Wars Episode tl 



















































“WE’RE IN FOR SIDE-SCROLLING ACTION 
THANKFULLY REMINISCENT OF THE CLASSIC 
SUPER STAR WARS SERIES FOR THE 


II 









that Worn 
Episode n 

'dressing up. 


CHANGING 

REALMS 


■ The various wretched hives of scum 
and villainy you have to clean up Jedi- 
stylee aren't presented in 3D, which 
makes for a more satisfying combination 
of platform and beat-'em-up genres. 




SEND IN THE 
r!i mviES 


back in January. I hope the 
movie was worth it... 

Anyone who got worried 
that the last Star Wars movie 
was somewhere between The 
Muppet Show and Yes, 

Minister may not be chuffed to 
hear that Episode II is much 
the same tale of intergalactic 
politics. Separatists led by the 
less-than-nice Count Dooku 
have declared their intention 
to leave the Republic, which is 
a bit of a problem for the Jedi 
Knights. With Queen Amidala 
(she of the bizarrely huge hair 
and lengthy make-up rituals) 
returning to the Galactic 
Senate to vote on the crucial 


issue of creating an Army of 
the Republic, Obi Wan Kenobi 
and his increasingly miserable 
protege Anakin Skywalker have 
got a lot of lightsaber swishing 
to do if Dooku and the vile 
Senator Palpatine are to be 
brought to justice. Well, we 
already know it won't work 
with Palpatine... 

Well, no doubt you already 
know how the movie works 
out, but what about this, the 
very first videogame 
adaptation? THQ and Star 
Wars have a chequered past 
when it comes to handheld 
adventures, with the exciting 
GBC adventure Obi 


Wan's Adventures giving way 
to the slightly disappointing 
GBA rehash, Jedi Power 
Battles. Luckily the 3D 
look that let the 
previous game down 
has been abandoned 
for the Episode II 
adventure, and 
instead we're in for 
side-scrolling action 
thankfully 
reminiscent of the 
classic Super 
Star 


■ If you're unlucky enough to be grown 
in a Bacta Tank, it seems Jedis can kill you 
without the usual soul-searching they go 
through when they've offed folks born 
more traditionally. Sound unfair to you? 
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THE CLONES 






































TELL IT LIRE IT 15! 


STARWARS: AN EPIC IN SIX PARTS ^ 



Jedi Master Qui-Gon Jinn and his Paduan apprentice Obi-Wan Kenobi 
discover that the force is strong in little Anakin Skywalker. After he wins 
a Pod Race, the three team up with the annoying Jar Jar Binks to save 
Princess Amidala from the villainous machinations of Senator Palpatine 
and the mysterious Darth Maul, who kills Qui-Gon Jinn in battle. 


ATTACK 


CLONES 


More Galactic Senate trouble as Count Dooku leads a group of 
separatists in threatening peace and order in the Galaxy. Obi Wan and 
the increasingly moody Anakin team up to bring Dooku to justice, but 
they don't know the half of what's going on really. 


EPISODE 


We know as much as you do! But then, we know that young Anakin is 
hideously scarred and lured to the dark side by Palpatine, otherwise 
known as Darth Sideous. The Senate will finally be destroyed, heralding 
a new dark time for the force, as the defeated Obi Wan safely takes Luke 
and Leia, the twins born of Amidala and Anakin to their safe havens, 
before going into hiding himself. 


The Death Star destroyed, Darth Vader plans his revenge. Han and Leia 
take refuge In Cloud City while Luke is trained In the powers of the 
Force by Jedi Master Yoda. But the rebels are routed by the Imperial 
forces, Han frozen in carbonite and Leia winds up with nasty blob Jabba 
The Hutt at the start of Return. In a battle with Darth Vader, Luke loses 
his hand and discovers that the evil Vader Is his real father. 


RETURN 


Finally understanding the truth about himself and Leia, Luke spurns the 
dark side to save his friends. To stop Vader from completing the new 
Death Star, Han joins the Rebel Forces while Luke completes his training 
with Yoda. in the final battle on the Ewoks' planet of Endor, the Dark 
Side is finally conquered. Luke defeats Darth Vader in battle, and Anakin 
has time to apologise and defeat Emperor Palpatine before he dies. 

Then they all get their medals and have a bit of a dance. 


Wars series for the SNES. Worrying points include 
the fact that there are only 11 episodic levels, 
where you play either Obi Wan or Anakin, 
without the choice of character you had in 
JPB. The instantly recognisable THQ 
Password system Is here as well, and, as 
our exclusive Interview with the developers 
shows, anyone expecting link-up options or 
extra bonuses will be disappointed. 

But as a quick-fire plot-faithful Star Wars 
adventure, this title promises to fulfil any 
would-be Jedi's needs. The graphics 
look brilliantly detailed thanks to the 
closer point-of-view, and best of all 
are the 3D spaceship levels. 
Sitting in the cockpit of your 


speeder, you have to navigate your way at top speed 
through treacherous planet terrains - these sections 
are bound to deserve a lot of re-play once you've 
finished the rest of the game. The platform levels 
promise to be a little more traditional, but your ability 
to control The Force means that there are some tricky 
moves to pull off and powers to perfect on your way 
to the showdown that awaits you on each mission. 

Knowing the way the story must go to reach the 
beginning of A New Hope, don't go expecting a happy 
ending to any of the new films or games - Anakin's 
preparing himself for the black plastic helmet and 
asthma problem, while Obi-Wan is fated to turn into 
Sir Alec Guinness, so a dark turn in the Force is to be 
expected any moment now. Let's hope that this game 
isn't a part of that! 


A NEW HOPE 


FROm PHHnT Pm TD RETU RITJ2jEmi-O^JED^^gR4^ nFDLD5.„ 

THE PHANTOM MENACE 


TM c ■■■■ni tmw 

EliPIRE 

STRIKES BACK 
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Years later, Luke Skywalker Is informed by his droid R2D2 of Princess 
Leia's capture at the hands of the evil Darth Vader. Led by Old Ben 
Kenobi, the crew team up with bounty hunters Han Solo and 
Chewbacca in legendary flying bucket o' bolts the Millennium Falcon to 
defeat the Empire, save Leia and destroy the Death Star. Which they do, 
once Obi Wan has been 'killed' by Lord Vader. 

















great but we know how important the movie 
is to so many people and how everyone 
looks forward to the release, so we hope the 
game will be the same. 


UVE TEMPORARILY PALLED up with 

adventure wizards David A. Palmer 
Productions to find out just how many litres 
of sweat have gone into the making of this 
new masterpiece... 


TA: Does Yoda appear in the game? 
DAPP: Who's Yoda? 


TA: You must be knackered. Has it all been 
worth It? 

□APP: Yes we are, all of us. There were 
last-minute changes in the movie that we 
had to incorporate Into the game and the last 
two months have been really very hard work 
but we think it will be worth the effort and 
are sure the game will be a great hit (we 
hope so?), we do know the movie will be the 
biggest hit of 2002 for sure. It has been a 
long time in production, as the game has too. 
We always want to do better in a game but 
time is always at a premium and we do what 
we can in the time given to us. 


TA: The little green fellow from Hereford 
who muddles his sentences. Did you get a 
look at previous Star Wars handheld game 
offerings, like Obi Wan's Adventures or Jedi 
Power Battles'! Have the previous titles 
affected your approach to the game? 
DAPP: Again, we were very much driven 
by our brief and we have our own Ideas on 
what should be in the game. We are great 
believers In large animated characters and we 
hope that this GBA game shows this more 
than any other previous Star Wars handheld 
game. We really looked at the movie and the 
script and we hope the game reflects this in 
the best possible way. 


TA: With such a vast world of characters as 
are included in the Star Wars universe; what 
makes you choose one character from 
another and how do you come to realise 
which genre would best suit the chosen 
characters attributes? 

DAPP: Both THQ and Lucas give us a 
brief and we follow the brief as closely as we 
possibly can. Of course everything is 
approved and driven by Lucas, after all, they 
are the makers of the movie and know all the 
characters the best. 


TA: How far have you gone to make use of 
the GBA's link-up capabilities? Do you think 
that GBA extras are crucial to getting real 
value for money? 

DAPP: We haven't. The games design 
from the movie did not show this as being a 
major factor so It was not used. Our previous 
experiences in developing GBA games proved 
this is not perhaps as Important as people 
some times think. 


TA: Can we ask how secretive you had to 
be with the Episode II Information? Did you 
tell your mates anything you shouldn't? 
DAPP: No, never a whisper to anyone. 


TA: Well. So, what's next GBA-wise? Are 
there any dream projects you'd like to see 
drop in your lap? 


Game environments differ greatly, with nice little 
touches like clothes hanging up m the centre shot. 



■ GBC Star Wars games are all 
pretty good (scores - page 91) but 
from what we've seen here, this 
game should at least improve on 
the flawed 3D antics of Jedi Power 
Battles on the GBA. Sure, scrolling 
beat-'em-ups are old-fashioned, but 
we'd rather play a well-executed 
retro-looker than a clumsy failed 
exercise in innovation, any day. (B) 


DAPP: Of course, many... but watch this 
space - we'll be back...! 


The Star Wars movies are an Enigma for all of 
us and it was a privilege to be given so much 
information and even to see pre-release 
movie material. The temptation is always very 


TA: Thanks! 


TOTAL 

ADVANCE 

THINKS... 


The X-Wing is the Spitfire of the stars 
as far as we're coifterned. The swarms 
of those fragile-looking custard-colour 
Naboo lobbies just. Iook like tadpoles 
in a springtime pond in^cphiparisonl 
















ADVANCE 
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transformer 


WHAT’S IT All ABOUT... 


In true Japanimation style, /?o6ofec/7 the 
series follows a massively intense story 
where a multitude of races; human, alien, 
bio-mechanical systems, hive and re- 
configurable mecha have all been interlocked 
in a long and costly war. 

Its story is full of intrigue and climatic 
revelation on a massively intricate scale, in 
which the very fabric of the universe lay in 
jeopardy. It is through a variable feast of 


mediums that this story is realised; which in 
turn has opened up differing points of view 
relating to the specifics of the Robotech 
universe. It has been suggested that there are 
as many Robotech fans as there are answers 
to what the series actually represents. To 
most of them, the series symbolises what 
science fiction epics are all about. Eh? Why 
can't they say that they like the characters? 
Well, that's Japanimation for you... 


get out of the cockpit! 


RELEASE DATE: TBA 


If you can't stand the heat 


TDK MEDIACTIUE HAVE just released details that 
a certain animated series is set to explode on all 
the next gen formats including the Game Boy 
Advance. Yes Robotech: The Macross Saga is 
coming our way, bristling with unfeasibly huge 
weapons and interchangeable robots. Based on the 
massively successful Japanese animated TV series, 
the game will be taking the form of a side-scrolling 
shooter in which the player will assume the role of 
four different characters from the phenomenally 
popular cartoon series. 

Rick Hunter, Roy Fokker, Maxmillian Sterling and 
Miryia each play an essential role in the game as 
they pilot Valkyrie fighters around the explosive 
levels. The mean fighting machine that each 
character manoeuvres takes the form of a large 
fighter jet, a bipedal robot or even a kinda-hybrid of 
the two, as all the machines have the ability to 
transform. Depending on how this is implemented, 
it might boost what could otherwise have been a 
repetitive gameplay. We have also been informed 
on top of this that the player will be able to modify 
the Valkyrie by purchasing upgrades, meaning that 
in the end you'll hopefully be the pilot of one pretty 
piece of almost impervious metal. 
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ROBOTECH: THE MACROSS SAGA 


PUBLISHER: TOK MEOIACTIUE INC. 
OEVELOPER: LOCKY CHICKEN 


PLAYERS: 


Side-scroUing blast-a-thon - or old hat? 

ROBOTECH: 


























































































In a world plagued by evil, Samus Aran returns 
with some futuristic artillery to kick butt! 




PUBLISHER: NINTENDO 


Back from an long vacation and a cameo in Super Smash Bros, 
Samus Aran returns - but is her trigger finger still as itchy? 

WITH EACH NEW Nintendo console - handheld or up for the GameCube later this year. Fans of the 

otherwise - there are certain franchises that are series rejoice as salvation can clearly be seen on the 

eagerly anticipated and mostly without a doubt are not-too-distant horizon. 

quickly announced for release generating masses of As you can see the Advance version of the long 
hype and enthusiasm. awaited 'new outing' is taking form quite well 

This however hasn't always been the case, as those in part appearing very similar in design to 
that are familiar with the Nintendo 64 roster will that of Super Metroid. The graphics look 

know there was one such high-profile title that was fresh and are full of bursting energy, 

relentlessly elusive over the growing years. Opening showing that the potential of this title M 

deep wounds and drowning thousands of eyes; it eclipsing any other is quite high. Also ■ 

soon became clear that a Metroid adventure was returning from her previous instalments I 

never going to be released during the N64 era, Samus Aran will bring along her M sure to 

which was a big shame. With a decent Metroid title, futuristic abilities using them 

would so many gamers have turned to the appropriately to negotiate an endless her ^ 

PlayStation to find another heroine (Lara Croft) to supply of taxing puzzles and savage beasts: 
satiate their lust? Well after a harsh learning a winning formula that contributed to make 

experience; Nintendo is finally going to put us out of the franchise a success in the first place. At present 

our misery as Metroid IV is going to be released on there is little else to go on with a release date still 

the Game Boy Advance; with another outing lined unconfirmed - watch this space for further info! 


BACK 


“'S’l;,'” 






FROM A HISTORICAL POINT OF VIEW! 


BBDF. - 


■ The first Metroid game was released to a fairly quiet response from the Western market. 
It wasn't until it approached America that the now-household name of Samus Aran and 
her challenging games really made an impact. So to fill you in on the highs and lows of 
this arousing bounty hunter's career take a look at some of her previous galactic conflicts. 


METROID 


Released in 1986 - The Nintendo Entertainment System incarnation spawned a secret 
society of Metroidites, rumoured to be like Freemasons, only they don't get out as much! 


METROID S: THE RETURN OF SAMUS 


Following on from the western success of the first title, this first sequel outing exploded 
onto the original monochrome Game Boy in 1991. 


SUPER METROID 


After making quite a name for herself Samus decided to tackle the almighty SNES. 
Released in summer 1995 this title marked the peak of the franchise; due partly to the 
brain-teasing platform puzzles and the cool graphics. From the well-deserved acclaim; 
hopes remained high for an outing on the N64. 


METROID IV 


Finally a new Game Boy Advance title that's not just a rehash of the SNES original. 


METROID PRIME 


Trading in the traditional Metroid look for state-of-the-art first-person/third-person 
graphics; this is going to be nothing short of spectacular. 




























why do I always get the shoi 


ley with the wonky wheel 
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Float like a bunny-fly and sting like a bee? 

TINY TOONS AOVENIORES: 

BUSTER’S BAD DREAMS 


IRFPRmHTIPR 


What's up, 
Doc...? 


BEING INVOLVED W|TH a 

mass of multi-format titles 
including a few Game Boy 
Advance successes, Swing are 
looking to build on this 
progressive and prominent 
handheld relationship by bringing 
us two more visually aerated 
cartoon capers. The first of which is 
Tiny Toons Adventures: Buster's Bad 
Dream; a 2D scrolling cartoon action 
game that includes tons of beat-'em-up 
style elements which are enriched by 
a vivid presentation featuring 
brilliant cartoony graphics. 

The game itself is also set to 
include an emotive soundtrack 
that compliments the 
atmospheric and delicious 


onscreen action as well as other more 
apt features. One of these incorporates 
a whole host of devastating blows that 
can be unleashed upon weaker foes, 
enabling the stronger player to 
accumulate disastrous combinations. If 
so far this package Isn't already tempting 
enough, then other more involving 
options should do the trick, such as 
linking up to form tag-team partnerships, 
enabling you to pound the marauding 
enemies as an unstoppable two-some; 
or for fans of the series, the cool and 
dreaming visuals will be more than 
enough. However, even with the humour 
and swish graphical flair there Is still a 
considerable amount of tweaking 
required before release so that this title 
can achieve Its true potential. 


TINY TOONS AOVENTURES: 
BOSTER’S DAO DREAMS 


PUBLISHER: SWING! 
DEVELOPER: TREASURE LTD 


PLAYERS: 1-4 


PERCEHTREE COmPLETE 


RELEASE DATE: 21 JUNE 


We could Infiltrate man's Inner psyche and take over.., 

PHKY AND IRE BRAIN 


Megalomanic 
mice go mental! 


THE MASTER PLA 


ATTEMPTING TO BRING their 

megalomaniac ambitions to 
fruition, lovable TV cartoon duo 
Pinky and The Brain have 
devised a new plan that they 
hope will enable them to seize 
world supremacy. The Brain 
decides to modify a space- 
station's controls in order to 
manipulate the weather thus 
bringing all mankind to its knees. 

In true form, the newly 
devised plan Is quickly put on 
hold as two odious lab rats steal 
the blueprints for their own 
diseased purposes. With the 
chance to play as either Pinky or 


The Brain you will have to 
negotiate five worlds of platform 
action spread throughout twenty 
different levels. Along the way 
you have to find and collect 
pieces of the plan that are 
dropped by the elusive vermin as 
they flee. This all sounds 
promising, with the general 
imagery being implemented 
respectfully regarding the 
cartoon, but it'll have to be extra¬ 
special to shake off that old 
repetitious feel that has plagued 
many previous platformers, 
particularly ones hurriedly 
cobbled together for a tie-in. 




inFDRfnnTinn 


PINKY AND THE BRAIN 


PUBLISHER: SWING! 
DEVELOPER: WARTHOG PLC 


PLAYERS: 


PERCEnTREE EEmPLETE 


RELEASE DATE: 21 JUNE 























































1. OASIS-THE HINDU TIMES 

(^7645 

2. N-SYNC/NELLY-GIRLFRIEND 

®>7940 

3. DOVES-THERE GOES THE FEAR 

®>7945 

4. GARETH GATES-UNCHAINED MELODY 

7339 

5. X-PRESS 2 FEAT DAVID BYRNE-LAZY 

6840 

6. SHAKIRA-WHENEVER, WHEREVER 

7205 [ 

7. NICKELBACK-HOW YOU REMIND ME 

5788 1 

8. MISSY ELLIOn-4 MY PEOPLE 

7416 1 

l9. BRITNEY SPEARS - NOT A GIRL, NOT YET A WOMAN 7421 1 1 

Ho. SHAGGY/ALIG-JULIE 

7297] 1 

Hi. 1 GIANT LEAP+MAX JAZZ+ROBBIE - MY CULTURE 8517 1 1 

12. DARREN HAYES-INSATIABLE 

(®> 6827 ^ 

13. PAY AS YOU GO CARTEL • CHAMPAGNE DANCE 

7B06 i 

14. LASGO-SOMETHING 

®> 5582 1 

15. NEW ORDER-HERE TO STAY 

8668 

16. J’LO-AINT IT FUNNY 

7662 

17. MAH DAVEY/MARCELLA WOODS-BEAUTIFUL 

6657 1 

18. BLUE-FLY BY 

7322 ! 

19. WILL YOUNG-EVERGREEN 

7196 i 

20. SHY FX & T POWER FEAT 01 - SHAKE UR BODY 

7331 I 

i 


This Weeks New Releases 


'Ever $0 Lonely-Jikatta 

6648 1 

Fain Maker-Cooper Temole Clause 

“W ! 

Floiers In Hk Winilow • iravis 

~1W . 

Love By Mv Lover-Novacane 


Freeek-Georqe Michael 

~1W 

HollvwoodWii Listen- Robbie Williams 

“W 

Home And Drv-The Pei Shop Bovs 

7640 

; 11 You Come Back-Blue 


i Leroy-Wheatus 


1 Love Should Be A Crime-0-Town 

~im' 

Lovely-Bubba Spam 


Movies-Alien Ant Farm 

6559 

My Girl. My Girl-Warren Stacy ~ 

"i32r 

Points Of Authority-Linidn Paik 


Run-Lipht House Family 

~1W 

Say Hello Wave Goodbye-David Gray 


iEs^pe-Enrique iQlesias 

“W 1 

' Threesome-ftnixTx 

] 

Jake My Hand-Dido 

~im' . 

The Hindu Times-Oasis 


i Too Many MC’s-Public Domain 

6669 ' 

' Wannabe Ganqstar-Wheatus 

6652 { 


TONE PRE¬ 
VIEW LINE 
Listen to 
any tone 
listed 

BEFORE you 
order 

0906 
782 9341 


TONES OFlif^ 

4690 The Magic Roundatwul 
3548 The Great Escape 
1836The Rock (Wrestling) 
0099 The Moppets 
4850 BBC Cricket Theme 
6060 Bare Necessities 
0013 Beverly Hills Cop 
5317 Joe 90 

5061 Dambusters March 
4860Pulp Fiction-Theme 
0005 Walk This Way- 
Aerosmith 

0132 Simpsons Theme 
1576 Who LetThe Dogs Out 
0025james Bond Theme 
0221 Match of the Day 
0065 Halloween Film 
0094 Mission Impos. Theme 

ANTHEMS 

OOSZ GOD SAVE THE QUEEN 

5077 IRISH NATIONAL ANTHEM 

5084 WELSH NATIONAL ANTHEM 

4141 JERUSALEM - CLASSICAL 

0126 RULE BRIHANIA • BRITISH 

0129 SCOTLAND THE BRAVE 



CmOTOROIA, SAGEM, 
SENDO & ERICSSON 
PHONE 0907 787 3108 


★ WITH TOMES & GRAPHICS 
★★ TEXT MESSAGES FROM SOP 


MEW FILM & TV TOMES 


^uppomrWih 

Fe 

ITEAM GET THEM jg 
Ifer TA lun 1 


1 LIVERPOOL STORM ON!!! 

1. NEVER WALK ALONE-UVERPOOL 

3545 

2. MARCHING ON TOGETHER-LEEDS UTD 

3541 

! 3. FIELDS OF ATHENRAY-CELTIC 

3547 

4. SIMPLY THE BEST-RANGERS 

5309 

5. ZCARS-EVERTONWATFORD 

3546 

6. GLORY, GLORY-MAN UTD, SPURS 

4134 

7. MULL OF KINTYRE-CHARLTON 

0224 

8. WILD ROVER-BLACKBURN 

5310 

9. BLUE IS THE COLOUR-CHELSEA 

4140 

10. GLORY, GLORY • MAN UTD, SPURS 

4134 

11. WHO LET THE DOGS OUT - LIVERPOOL 

1576 

12.SAIUNG-MIL1WALL 

5294 

13. CITY TILL 1 DIE-CITY 

3540 

14. BLUE MOON - MAN CITY 

4130 

15. VINDALOO-ENGLAND 

1514 

16. I'M FOREVER BLOWING... - WEST HAM 

3543 

17. THE GREAT ESCAPE - SHEF WEDNESDAY 

3548 

18. GLORY, GLORY-MAN UTD. SPURS 

4134 

; 19. DAYDREAM BEUEVER-SUNDERLAND 

4132 

20. KEEP RIGHT ON-BIRMINGHAM CITY 

4137 

21. LAND OF HOPE/GLORY - ENGLAND 

5251 

22. WHEN THE SAINTS... - SOUTHAMPTON 

3544 

23. MATCH OF THE DAY-THEME 

0221 

24. NAY NAY NEVER-BURNLEY 

4138 

25. RULE BRITTANIA - BRITISH TEAMS 

0126 

-....- 


Fool:ball Tones/Logos 


S l^nioDLESBORo^ IsouTHHnPTgiil 


LIUERPOOL>; 


4246 I 1658 I 1659 



3934 I 3514 I 1489 






|biluh|hrm| I 

IwFST hamI !CaS 


1472 I 3937 I 1653 


•;^T*”ut«TCI,rc 11 gaouENl | 


3947 I 4262 


KEHtia'*9«<t i mraimTiai 


4240 I 1469 


AUDDIN 5424 

HI HO/SNOW WHITE 

6072 

SCOOBY DOO 

01281 

BABY ELEPHANT WALK 5401 

HOME AND AWAY 

6150 

SESAME STREET 

0130 1 



4680 AIRWOLF - THEME 

4850 BBC CRICKET_ 

0166 BENNY HILL 

0013 BEVERLY HILLS COP 

4780 BEWITCHED_ 

4682 BIPERTY BOPERTY BOO 

4683 BLACKADDER 

4684 BLADE RUNNER 

4848 BLIND DATE 

4846 BUFFY/VAMP/SLAYER 

4685 BUGS LIFE 

4687 CHARIOTS OF FIRE*** 

1516 CHARLIES ANGELS 

4849 CORONATION STREET 

4851 DADS ARMY 


5061 DAMBUSTERS MARCH 

5250 DAWSONS CREEK 

0043 EASTENDERS 

0047 EUROVISION 


4852 EYE OF THE TIGER 

4853 FATHER TED 


0065 HALLOWEEN 


0101 HAVE I GOT NEWS FOR U 

4855 HAWAII 5 0 ★★★ 

0199 INDIANA JONES _ 

0025 JAMES BOND 


0187 DOCTOR NO 


4857 LIVE AND LET DIE 

4858 LOST IN SPACE 

4830 LOVE IS ALL AROUND 
- 4 WEDDINGS 

4690 MAGIC ROUNDABOUT 

0094 MISSION IMPOSSIBLE 

5420 PICK A POCKET 
OR TWO - OLIVER 


4860 PULP FICTION 


i-kicic MOST POPULAR) 1 


4828 RETURN OF THE JEDI 

5298 ROBIN HOOD 

4844 STAR TREK 

4827 STAR WARS 

(PHANTOM MENACE) 

4863 STARSKY & HUTCH *** 

0151 STARWARS 

0152 SUPERMAN 

4847 THE A TEAM 

0044 THE ENTERTAINER 
(THE STING) 

4856 THE ITALIAN JOB 

4826 THE MAGNIFICENT 7 

4859 THE PROFESSIONALS 

4862 THE ROCKFORD FILES 

4829 THE SAINT 

0153 THE SWEENEY 

0157 TITANIC *** 

4864 TOP GUN 

4865 WALACE& GROMIT 


Wrestling Tones Si Logos 


3487 CHYNA 

4840 SHOOTER - 

4836 I'VE GOT IT ALL • 

BILLY GUNN 

CHRIS BENOIT 

STEVE AUSTIN 

4835 IT JUST FEELS 

RIGHT - LITA 

3481 STONE COLD 

4841 THE GAME • TRIPLE H 

3485 KANE *** 

1836 THE ROCK 

3480 KURT ANGLE 

1840 TOO COOL 

4837 MEDAL - KURT ANGLE 

3482 TRIPLE H 


4839 PIE • THE ROCK 
8t SLICK RICK 


4842 WHO I AM - CHYNA 


11 YaJ il 


1835 


3050 I 3052 


3040 I 3048 


More FilmEi/Tv 

0008 AMERICA • (WEST SIDE STORY) 

4681 AVENGERS - THEME icick 

0015 BABYLON 5 - THEME 

5360 BAHLE OF THE PUNETS - THEME 

5361 CAGNEY 8i LACEY ■ THEME 

0075 ITCHY AND SCRATCHY 

0085 MONTY PYTHON 

0117 POPCORN-THEME 

5364 STAR FLEET - THEME 

0148 STAR TREK - THEME 

5371 THE WALTONS-THEME 


3044 


ORDER YOUR LOGOS 
& RINGTONES 
VIA TEXTt 

Just text R RINGTONES plus code 
number to 80189 
or Text R LOGOS plus code 
number to 80189 



The Italian Job 
- Film Theme 
Code - 4856 

The A-Team - 
TV Theme 
Code - 4847 

Eye Of The 
Tiger - Rocky 
Film Theme 
Code-4852 

Banana Splits - 
TV Theme 
Code-5316 

Rainbow - 
TV Theme 
Code - 4861 

Hawaii 5-0 - 
TV Theme 
Code - 4855 

1 


0907 787 3108 

24 hours 7 days 1. Call the number above 

IMPORTANT: If you can’t get through on2. Quote the 4-digit code 
your mobile, call from your home or 3. Receive your selection - immediately!! 
office phone and send it to your mobile _ , , 

(be sure to get the bill payers permis- FrOWI IrGlSRCl? CSlI 1580-927192 
sion before calling) 


fm 


CAN’T FIND WHAT 
YOU WANT? 

name your favourite artist(s) 
and we’ll tell you all the 
tones we’ve got by them 

CALL: 0907 787 3040 


Fun Logos 


r.co.uk 

and graphics 


You can receive tones on various mobiles - Nokia, Sagem, Sendo & Motoroia - and logos on Nokia models -A- visit our website to see how you get tones for Siemens & Ericsson 
phones. - phones for tones Nokia - 3210,61xx, 71xx, 8210, 88xx, series and 9000/9110 Sagem - IV1C/MW932, MC/MW939. MC930, 940, 942, 946, 949, 950, 952, 956, 959. 
Motorola - (2001) models only) T250, V50, VI00, V8088, Ericcson T39, R520m/mc (firm ware R2). • Logos for phones - Nokia - 3310, 3210, 61xx, 71xx, 8210, 88xx, 51xx series, 
and 9000/9110, Sendo - S200, S220, S230, S250, J520, J530, J550, P200, P220, P230. The Nokia 51 xx, 81 xx series can only receive graphics. This is a service from Teleworld, 
CY-1087, Nicosia, Cyprus. * Landline Calls cost £1.50 per minute, average call time 2 mins (call cost £3 max). Calls to 09067 numbers cost £1. t Text Ringtones and logos cost 
£4.50. Calls from mobiles may cost more. Make sure you have bill payer’s permission. Orders are normally sent immediately. Customer Support UK 0871-872-6869 (Ireland; 1850 
927222) or write to Fun Tones, PO Box 9107, Birmingham B7. 
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SIMUON OF 1HE CIMARRON 

Galloping through the west, embracing the thrill of 
the ride - will Spirit show the GBA all about liberty? 


SET IN AMERICA’S Western Frontier 
during the 1800s, Spirit - Stallion Of The 
Cimarron is an all-new animated feature 
from the makers of Shrek; featuring the 
vocal talents of Matt Damon and Canadian 
rocker Bryan (Summer Of '69) Adams. The 
central plot is said to revolve around a 
rambunctious stallion named Spirit, who 
becomes entangled in the events following 
the movement westward by settlers in 
frontier-times America, where his life 
dramatically undergoes some changes due 
to the slow but inescapable push of 
civilisation into the wild. Following the 
growing number of film-to-game 
conversions Spirit jumps on the bandwagon 
and is scheduled for a summer release. 


Undoubtedly, the game itself will not be 
as heavy in-terms of narrative and unfolding 
drama, but the levels are looking true to the 
luscious appearance of the film, with both 
the animals and humans symbiotically 
bringing life to their in game characters and 
surrounding graphics. Other features set to 
appear in the game are environments and 
art inspired by the movie with a new 
innovative control system; which works on a 
loyalty basis - you have to earn the horses' 
trust in order to lead them home. Although 
we haven't seen this in action yet, it does 
sound like an appealing structure that could 
really bring a nurturing element of the 
gameplay to life. Also during your adventure 
(as in series like Harvest Moon and 



SPIRIT - STALLION OF THE CIMARRON 


PUBLISHER: 

THQ 

DEVELOPER: 

DREAMWORKS 

PRICE: 

£TBA 

ORIGIN: 

US 

PLAYERS: 

1 


"THE LEVELS 
ARE LOOKING 
TRUE TO THE 
LUSCIOUS 
APPEARANCE 
OF THE FILM” 


MY KINGDOM 
FOR A HORSE! 


HHD HDT H SCHBBV EMPSV'S nnG EITHER... 


DreamWorks 

animation team . 

purchased a Kiger 

Mustang worth a ^ ^ I 

whopping $50, 000. 

The films 

protagonist - Spirit ^ y 

- owes much of his ^ 

look to this ^ ^ 

purchase. The team - 

have also claimed 

that the model ^ 

contained similar . 

genetic properties 

to those that the Spanish conquistadors brought to the 
Americas in the sixteenth century, meaning that he was 
the perfect choice. The fact that this gorgeous hunk of 
horsey goodness is named 'Donner' in real-life has us a 
mite concerned over what we've been eating from TA's 
local kebab shop all these years, but hopefully 'Donner' 
might actually be German for 'lightening'... 


Pokemon) you will have to tend to the 
animals needs, providing them with water, 
food and affection whilst simultaneously 
ensuring their safety. 

So with hopefully a mass of challenging 
obstacles to overcome, horse racing, hidden 
secrets, the superb loyalty system and great 
visuals, this could be just the thing you're 
after come the summer, or we'll eat our ten- 
gallon cowboy hats! 

HORSE INFO 

LoAely* 

Tkinn]( Lwvl: 

DifftouU 

© Remember Tamagotchis! You'll find some 
echoes of them in some of the gameplay. 





© If the gameplay 
matches the quality 
of the graphics, it's 
gonna be a winner! 
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So . thiis is Kakar' 
eh?" Doe:E»n:'^,i^, l ook 
too tough to. me*' 


Save your son Cohan from evil Saiyan Raditz! 


pair of shoulders - no this wasn't the inspiring image of the Total 
Advance team during the fashion-horror years of the mid-Eighties; 
but in fact the attributes of Goku, Cohan and Vegata; the biggest 
and most powerful characters in the superb and massively 
successful Jap-animation: Dragon Ball Z. 

Looking for yet another format In which to unleash their world of 
madness, the Japanese icons have their sights set on the Gameboy 
Advance. From what we understand, the game is set to follow the 
multi-faceted story of the anime where at the very beginning of the 
game, Gohan (your son) gets kidnapped by the evil Saiyan Raditz. 
Obviously, being a good Dad and all, you have to go and save him, 
a trek that takes you through perilous lands and Insurmountable 
odds. In fairness, apart from this plot outline and the stunning 
visuals, we haven't really got much else to go on, other than the 
fact that the developers have injected the humour of the series 
suitably within the game. If this does manage to mirror the content 
of the excellent new series (which is on Cartoon Network weekdays 
at 5.30pm and weekends at 11.30am) then all we can say is that 
it's time to start saving those pennies and stockpiling GBA batteries. 


PLAYERS; 1-4 


The first Set of Dragon Balls were crafted by a 
little-known race called the Kami of the Earth. 
The newly created seven orange balls, once 
discovered, would grant their user the power to 
request and receive a wish from Eternal Dragon. 
Not all wishes are possible; immediately 
excluding the chance to make good on those 
dreams of global domination (oh and the 
obligatory X-ray eyes). With the wish cried aloud 




DRAGON BALL Z THE LEGACY 
OF GOKU 


RELEASE DATE: JUNE 



m 




"AS FANS OF THE SERIES, WE 
THAT SOME OF THE ORAMATIC 
CONTENT CAN CARRY ACROSS” 


and after thankfully being received, the orbs 
disperse to the seven corners of the world and 
solidify into rock; remaining hidden for a year 
before returning to their original form in order 
to be rediscovered by new masters. 
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The PlaY5tation2's tactical RPC arrives on Game Boy Advance! 


ZONE OF ENOERS grabbed our 
attention when it arrived on the 
PlayStation2. With its impressive 
graphics, large gaming area and 
oodles of interactivity, it seemed 
unlikely to make the transition to 
the GBA without ®me major 
changes to the game format. 

Luckily for fans of this space- 
based RPG blast-'em-up, the 
changes haven't ruined what 
was a pretty entertaining game. 
You must guide a group of 
teenage misfits - Areth, Cage 
and Miona - to safety through 
the solar system, predictably 
using their various talents and 
abilities. This'd be easy, except 
that humans have become 
unpopular with a mysterious 
alien force, whose giant space¬ 
dwelling robots (hey, this is a 
Japanese RPG, what else could 
they be?) are wiping out human 
ships left, right and centre. 

But enough about the 
* supposed 'plot', you want to 
know whether the game Is any 
good. Well, considering the 
limitations of the Game Boy 


Fancy saving the 
human race from 
an enigmatic alien 
hell-bent on its 
destruction? Of 
course you do... 


Advance, It's actually quite good 
fun. The battle screens are the 
game's strongest feature, with 
some Impressive laser effects 
lighting up your dalliances with 
the enemy. Also, the tactics 
screen, which you'll spend the 
majority of your time on, works 
quite Instinctively and reminded 
us of the PC point-and-click 
blast-athon Command And 
Conquer, which Is a good thing. 

PUNY HUMANS 

This is really just standard RPG 
fare: you wander from place to 
place, talk to everyone you come 
across in an effort to work out 
just what it is that's killing off the 
human race, and get Into battles 
with the Gundam-style robots at 
regular inten/als. While the game 
is not about to revolutionise the 
world of RPGs, it's certainly got 
some nice graphical and 
gameplay elements, and is 
certainly well worth keeping an 
eye out for if you're a fan of the 
genre or Japanimation generally. 
Look out for a full review soon. 


PUBLISHER: KONAMI 


PLAYERS: 1 


CASTLEVANIA LEGENDS 

ISSUE on imvmrnm m mmm t 

■ More enemies, but this ||||g|^|||||g||H 

time they're undead. 

Fight your way to safety 

in this classic platform |HKRBC|U| 

beat'-em-up romp. ' .. 

TOTALGAMES.NET RATING: B4°/c 










WE ARE IHE ROBOTS 


Enders) have been phenomenally popular in Japan for several 
' years. They may look suspiciously like Transformers to us, but in 
Japan their Saturday morning cartoons are much more violent than 
their American cousins! Supposedly 40 feet tall and controlled by a 
human pilot, they can be found engaged in massive laser battles in 
space. Let's see truck-chested goodie robot Optimus Prime do that! 


; on top of your stats is key to 
against overwhelming odds. 


■ Konami might well have a 
winner on its hands here, if this 
almost-finished version of the 
PS2 stalwart is anything to go 
by. There isn't much in the way 
of competition for ZOE, so this 
could be very popular when it's 
released. Yes, it's been 
squished down from the 
original version, but all the 
gameplay elements that made 
Zone Of Enders’ bigger brother 
a success look to be in ^ 
place here. One to watch! vS) 


You'll need to save position quite 
often due to the size of the game. 


NURSE! THE SCREENS! 


There are three screens used in Zone Of Enders: 
Battle, Tactical and Dialogue. This keeps the 
gameplay varied and adds a vital strategic element 
to the game. And some of the translations from 
Japanese to English are hilarious to boot! 


fear Bullet 


THINKS... 
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© PinballAdvance has three different 
tables for you to test your skills on, we 
take a brief look at each of them. .. 


Not a table for the faint of heart. You 
have to contend with obstacles like the 
Wheel of Death and The Loop of Fire, Is 
that the best you can do, you PANSY? 


A SUPER MARIO BROS PINBALL TABLE! 


Despite the World Cup this summer, not everybody is going to have their 
minds on soccer. Instead the world will be gripped by pinball fever - 
thanks to the huge amount of pinball-based titles due to roll onto the GBA 




SM PINBALL 2 

How do you fancy having this beast of a table 
in your lounge or bedroom? It would certainly 
make a great talking point at dinner parties. 

Now, virtual pinball in the palm of your 
hands may be all good and well, but let's face 
it having a full size pinball table in your 
bedroom is a little bit more exciting. Well, to 
celebrate the forthcoming release of Its tasty 
looking Pinball Advance for GBA, Digital 
Worldwide has provided us with a swanky 
looking Super Mario Bros table. This beauty 
can be yours simply by answering this 
simple question. 


Q. WHAT WOULD YOU NORMALLY 
STICK IN A VOODOO DOLL? 

A. A PINBALL 

B. A PIN 

C. A NEEDLE 

Put your answer on a piece of paper or a 
postcard and send it to: 

“PINBALLS AND NEEDLES CDMPETITIDN” 
TDTAL ADVANCE, PARAGDN PUBLISHING 
PARAGDN HDUSE, ST PETERS RDAD 
BDURNEMDUTH 
DDRSET BH1 2JS 


1. All entries must be received by 26 June 2002. 2. There is no cash alternative. 3. Editor’s decision is final and no correspondence will be entered 
into. 4. No employee of Paragon Publishing or any company with products on offer within this competition is eligible to enter. 5. Only one entry per 
person. 6. By entering, competitors agree to be bound by the rules and requirements of the competition. 7. You may be sent news about products 
and opportunities from related companies. If you do not wish to receive such information, please indicate as such on your competition entry. 


PINBAU. ABVANCE 


PUBLISHER: DIGITAL WORLDWIDE 

HERE AT TA we love a bit of pinball action. 
Sadly, the size of the average pinball table 
means you can't tuck one in your pocket. 
Enter Digital Worldwide, with its excellent 
looking Pinball Advance for the GBA. The 
game offers up a choice of three distinctly 
different tables -Tarantula, Jailbreak and 
Daredevil - each presented in full 3D. All 
three are packed with loads of special 
features (see Three of a Kind opposite). 

From what we've seen of Pinball Advance 
so far, it looks set to provide both pinball 
rookies and veterans with a very realistic 
simulation of the game. Everything you'd 
expect from a pinball game is present and 
in order. Furthermore, the title's unique full 


logic control system will allow you to 
operate the table flippers, plunger and even 
tilt the table (don't overuse this or you'll be 
penalised). You've also got tons of bonuses 
to discover - one of the best being when 
the multi-ball mode kicks in leaving you to 
contend with not one, but flipping loads of 
shiny spheres. Adding further to the real- 
feel is the genuine screen shake option. 

Heightening the intense pinball 
atmosphere are the forty "tub-thumping" 
(look, it was their phrase, not ours) music 
tracks and 300 different pinball sound 
effects. With six difficulty levels on offer. 
Pinball Advance should keep you glued to 
the GBA throughout the long hot summer 
months. Expect a comprehensive review of 
the game next month. 


“PINBALL ADVANCE LOOKS SET TO 
PROVIDE ROOKIES AND VETERANS 
WITH A VERY REALISTIC SIMULATION” 


WIN WIN WIN! OOOOOO 














FEATURE 





revelations. 


AS DR MARTIN Luther King, Jr once pronounced "I have a 
dream..." Well so to does publisher Ubi Soft, which is bringing the 
classic Pinball Dreams to the GBA. The game first appeared way 
back on the 16-bit computers such as the Commodore Amiga, and 
now a revamped version of the game is headed towards our 
favourite handheld system. A selection of wild and wacky tables will 
be up for grabs and all the usual features you'd expect from a game 
of this sort will be on offer, including of course a frantic multiball 
mode. The game's graphics are looking sweet, so let's just hope it 
can deliver on the gameplay front. Keep those fingers crossed! 


© Bigger gap between 
the flippers than some! 


PINBAli OF IHE DEAD 


PUBLISHER: THO 


IF YOU’VE PLAYED any of the House Of The Dead 
games, then you'll know that they're all about blowing 
the living (or should that be dead?) hell out of all 
manner of vile (ooking monsters. Pinball Of The Dead 
isn't a shooting game, but instead requires you to 
crush, kill and mangle all sorts of ghoulish lumbering 


monster types by flipping your pinball(s) in their 
direction. It's promised that you could even roll 
zombies up in a ball and score with them! 

The game will feature three different boards all 
based on scenes from the House Of The Dead coin¬ 
ops. Don't play this one In the dark though, not 
because it's scary or anything, you just won't be able 
to see the screen (ho and indeed, ho). 


MUPPET 
PINBAU 

PUBLISHER: UBI SOFT 

MIX TOGETHER THE anarchic comedy of The Muppets with the 
hypnotically addictive gameplay of pinball and what do you get? 
Simple, you get Muppet Pinball for the GBA. This has been 
developed by Digital Eclipse and offers player the choice of four 
crazy Muppet themed tables to play on. Initially only three are 
available to you, these are Kermit, Miss Piggy and Gonzo. 
However, by making your way through the game's adventure 
mode you can unlock the fourth hidden table (we won't tell you 
which character this is based on, because It'll spoil the surprise). 
Anyway, everyone loves The Muppets so this should be a blinder, 
watch for the TA review as soon as we get our trotters on it. 


PINBAli DREAMS 


PUBLISHER: UBI SDFT 














FEATURE 




THE HAST RANGE of Game Boy Advance 
titles you see on sale in British shops are 
actually just a fraction of those that have 
been created. Some never get released 
anywhere but America, and a few are 
designed for Europe. But, of course, the 
majority are all for the seemingly insatiable 
Japanese market. There's a lot about 
Japanese youth-culture that seems 
impenetrable to Westerners - but what the 
heck? We decided to check them out 
anyway, without any extra info or 
knowledge of Japanese, and see if they 
made any sense! Is it ever worth buying a 
game in a language you don't understand? 
Read on, MacDuff! 


DORAEMON MIDORI 


PROBABLY TRANSLATES AS: 

Space Cats vs Alien Monkeys 

PUBLISHER: Epoch 
GENRE: Adventure 


Tana EaliUllg cat 

WHAT ON EARTH? 

Alien monkeys arrive on Earth. Four kids and a space 
cat thing wake up in a field and are instantly attacked 
by a robot. Space cat saves the day, and then you take 
control. The first thing you have to do is shoot a 
mushroom. This forces the five characters into one, and 
you're away, shooting monsters and collecting blue 
bows. There's a clock think there and... okay, now we're 
lost. Flick switches, move blocks... is \tZeldal Go onto 
the purple thing and suddenly... you're massive! What 
the...? Oh here come the monkeys! They've nicked all 
my stuff! Right, that's enough. 
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TIME SPENT PLAYING BEFORE 
GIVING UP: 20 minutes 
WOULO WE BUY A TRANSLATION? 

Yeah, it looks almost easy 
enough to use as It is! 
Surreal RPG fun! 
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WHAT ON EARTH? 

Right. There are these amazing 
looking duck things, OK? While 
they go about their daily lives, up 
in the clouds an evil duck with horns is planning 
something nasty. He steals a tap. The upshot of all this 
is that you have to fire bricks Bust-A-Move style to fill 
holes in a revolvable puzzle. Working out how to fire 
the missiles so they land in the right combination 
sounds unutterably dull, but ifs actually really 
addictive! Especially when backed up by the gooniest 
bunch of birds you'll ever see in a videogame. These 
freaks belch, giggle and make constant Insane noises 
during the game, and the novelty never seems to pall! 
TIME SPENT PLAYING BEFORE GIVING UP: lost count 
WOULD WE BUY A TRANSLATION? 

Would we? We need one, as soon as possible! 


MUSCU RANKING 
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PROBABLY TRANSLATES AS: 

Iron man wannabe 

PUBLISHER: Konami 
GENRE: RPG/Party Game 


WHAT ON EARTH? 

After a short and sinister cut-scene 
full of indecipherable oriental text 
and a curious looking silhouette, 
the game tentatively begins. Your 
adventure starts at home whilst 

being verbally pumped up by a physically lush fitness instructor 
who seemingly advises you to visit the gym. At first you are 
required to interact with non-player characters, which eventually 
opens up the main part of the game: the five differing and very 
athletic mini-games. These range from the arm aching Struck Out 
(where you have to hit a selected target) to the Michael Jordan- 
influenced Nine Hoops. Your task within each is to tackle them 
with finesse gaining respect and acquiring a boost in strength. 

Obviously the objective of each is to reach the peak of your 
physical strength by practising to perfection, but regardless of its 
daunting ideals the game is very rewarding. Unfortunately, the flow of 
the game is eventually upset by the aggressive wave of Japanese text. 



TIME SPENT PLAYING BEFORE GIVING UP: 25 minutes 
WOULD WE BUY A TRANSLATION? Oh Yeah! Almost definitely. Just for 
the sheer amusement of watching a bandana-wearing twig of a 
man attempting to improve his physique. 


fpos no 

© It's Japanese - it's bound to have some 
Kung-Fu schoolgirls in it somewhere... 
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PROBABLY TRANSLATES AS: 

How Deep Is Your Love - Boom! 
PUBLISHER: Marvelous Entertainment 
GENRE: Hmmmmm... Adventure? 


WHAT ON EARTH? 

This may be some kind of 
internationally famous 
Manga series, but it's totally 
passed us by! In fact, It 
seems a bit like the secret life 
of Harry Potter star Daniel Radcliffe. In this graphic style choose-your- 
own-adventure game, you play a bespectacled kid surrounded by 
pretty but deadly girls (presumably the/re all meant to be teenagers, 
but they look about 8). The idea is to make one of them fall in love 
with you by saying the right things at the right time. However, the 
right thing for one girl may be just the thing to make another kick 
your head In. So you have to ensure that the heart gauge of one of 
these ladles Is full before you get killed. Strangely compelling. 

TIME SPENT PLAYING BEFORE GIVING UP: 100 minutes+ 

WOULD WE BUY A TRANSLATION? Yes! For sure! If only to find out exactly 
what on earth is going on with these people... 








































































GET BACKERS 

get trying 
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© The zoom-out view is cutesy, 
but the closeups can be a bit 
disturbing - like real-life?! 


TIME SPENT PLAYING BEFORE GlUING UP: 20 minutes 

WOULD WE BUY A TRANSLATION? Who knows? Massive amounts of 

text that we don't understand doesn't do much for gameplay. 




RARE GROOVE 
AOVENIURE 

llttls 
your.... llttls 


PROBABLY TRANSLATES AS: 

Tamo-gotcha 

PUBLISHER: Konami 
GENRE: Beat-'em-up 


WHAT ON EARTH? 

Has anyone seen goth-rock icon Ian 
Astbury from The Cult lately? Well, 
we can attest to his continued 
existence, as he seems to be living 
life in the confines of Japanese beat-'em-up: Rave Groove 
Adventure. How disconcerting this must sound, but nevertheless if 
ifs not him it's a clone, (ask George Lucas!) Regardless of character 
content this new collection of bouts from Konami is a superb 
cluster of combos, parried attacks and overblown churlish antics. It 
seems that its basic idea is to beat your opponent senseless by 
unleashing continued blows of pain. Once they reach a certain 
stage on the power bar they drop an Item. Collect this before the 
time runs out and hey, you win. Our opinion of this eastern crazed 
frenzy is that it is as impressionable as watching an old man 
chewing a high voltage cable whilst bathing in icy cold water. 


WHAT ON EARTH? 

If you go down to the park today you're in for a ruddy big 
slap round the chops... At least this was the reception our 
poor Ginji received'from his recent visit. Admittedly it did 
seem well deserved - but violence begets more violence, 
especially in eastern RPGs. To make matters even worse 
than they already are, our hero immaturely decides to lower 
himself to her level by attempting to get his own back. Sadly 
Ginji Is a man of ill fortune and cannot pursue his violent 
friend and return the favour as we can't decipher the shed¬ 
load of intense Japanese text. Bringing shame to his family, he 
heads towards an ice-cream van and sits there until we either 
switch him off or he over indulges in Icy goodness and 
regurgitates everywhere. Shame. 


^Rl 
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PROBABLY TRANSLATES A! 
Konamikaze ... 
PUBLISHER: Konami 


TIME SPENT PLAYING BEFORE GlUING UP: 30 minutes 
WOULO WE BUY A TRANSLATION? Probably - there's nowhere on Earth 
(except for Japan) where the sheer lunacy that is at the core of 
this game could be commercially successful. Obviously this is a 

V testament to the development team's edging sanity... 


TIME SPENT PLAYING BEFORE GlUING UP: 25 minutes 

WOULD WE BUY A TRANSLATION? Yeah! Lacklustre Mario Kart clones 

are ten-a-penny, but this is a cut above most road-racers out there. 


ADVANCE 

tJ^E lirvE.... 

WHAT ON EARTH? 

Super-deformed cars, trucks, 
buses and other 
unrecognisable vehicles 
charge around a circuit aiming 
for gold. The premise of this is 
pretty much the same in every other racer available, but this is 
surely a cut above the hundreds of other kart clones and Gran 
Turismo wannabes that have attempted to successfully mimic the 
unique style, which governs superior titles. Japanese style, 
Nintendo charm and handheld beauty: A worthy racer indeed. 


( PROBABLY TRANSLATES AS: 

Bubble and Squeak 

PUBLISHER: Takara 
GENRE: Racing 
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WHAT ON EARTH? 

It seems to be an incredibly fun but also incredibly complicated 
party-type game. You control a little pink monkey as he makes his 
way round town visiting different areas which either contain an 
inscrutable mini-game or a text-heavy shopping area. There are 
many games that pitch you against a white monkey opponent, from 
a reflex boxing match to something to do with Pez sweetie 
dispensers. We think. One thing's for sure, the game seems to be 
bristling with link-up options and even (as It's a Japanese game) 
Mobile options. Could be a 
superb game hiding in here, if 
you can speak the lingo. 


YOSHUN RHAPSODY 


PINK 

MONKEY 

TDVUN 
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TIME SPEi^T PLAYING BEFORE 
GIVING UP: 25 minutes 
WOULD WE BUY A 
TRANSLATION? Party titles 
often fail in the gameplay, 
^^ut this is very Intriguing. 


tisn yCDVir 
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WHATON EARTH? 

Switch the game on and it 
appears to be a horseracing 
title; and we all know how 
mental Japan is about the gee- 
gees! But when you start an 
actual game you'll find It's 
another RPC with hours of 
irritating text to get through 
first. You play a little jockey, so presumably you've got to get some 
money and a horse and train yourself up to win the cup. Ooh, now 
you're on a horse, and... you have to press A quickly to race. Oh well, 
the graphics are very good at least. Off it goes - what's next? 


TIME SPENT PLAYING BEFORE GIVING UP: 8 minutes 

WOULD WE BUY A TRANSLATION? Only If we were Incredibly rich and 

bored with gambling on real horses. 




NOBUNAGA NO YABOU 


snuS ItDno 

WHAT ON EARTH? 

A very impressive opening animation sets up the 
deep classical nature of this game, even if we 
can't get anywhere with It. We seem to be in 
ancient Japan, and have the chance to take on the 
role of a Samurai warrior or ancient emperor, 
jostling for land. You can muck about with it for a 
while, second-guessing options, and eventually 
some fish appear on the map. Ooh, it's really 
hotting up now. Keep pressing A and ail different 
ghosts and flags and things appear. And now It's 
snowing, and there's a nice picture, and... we give 
up. This could well be boring, even in English. 

TIME SPENT PLAYING BEFORE GIVING UP: 6 minutes 
WOULD WE BUY A TRANSLATION? 

No, and we don't think they'd ever make one. 


PROBABLY TRANSLATES AS: 

Akira Kurosawa's Advance Wars 

PUBLISHER: KOEI 
GENRE: Strategy 




buffs mi^ht lap it up, but only the 
dedicated f?is/r-loving hex-heads. 
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EPIDEH-mRn: THE ITIGUIE 


With power comes responsibility! 


NOW WMV WOULO SOMCONC WANT 
TO BLOW OP THIS PCRFCCTLY 
GOOO BO ILOINC? 
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SPIDER-MAN: THE MOVIE 


PUBLISHER: ACTIVISION 
DEVELOPER: DIGITAL ECLIPSE 


PLAYERS: 


^BTRTE 
■ BATTERY BACK UP 


112 LEVELS TO SW/ING THROUGH 


ISUPER-DUPER 30 SECTIONS 


I ONLY ON GAME BOY ADVANCE 


■ POWER-UPS APLENTY 

RELEASE DATE: OUT NOW 


After one adventure on the Game Boy Advance, 
our Spider senses were tingling...but another 
one? It's just gone haywire! 


certainly gets around. Already, this is his second 
outing on the Game Boy Advance. The first 
adventure was met with fairly favourable reviews, but was 
deemed nothing special. Does his second try live up to the 
Spidey name? Let's take a look... 

Just like the bulk of cinema tie-ins, Spider-Man: The Movie 
takes the form of a side-scrolling beat 'em up. Essentially, 
this means that you spend most of your time running around 
platforms beating up enemies. But luckily, the developers 
have added some variety to the proceedings - namely secret 
areas, reaction tests, (in the form of photograph-taking) boss 
battles, and most amazingly, funky 3D swinging sections. 

After going through the usual menu screens and options, 
you are left to carry out your first mission. Taking place over 
a beautifully drawn cityscape, you are given the task of 
swinging your way across girders and cranes, smashing 
through windows and battering the bad guys, all in the 
search for 6 elusive hostages that need saving - all under a 
strict time countdown. This is a good Indication of how the 
rest of the game 

plays out, as most of the time you will be under a time 
limit, searching for things like bombs, or escaping falling 
buildings. It also points to the first of the game's problems. 

What you notice as you hammer around New York City 
simian-like is that It is hard to judge just where you can and 
can't land. The background areas are not easy to differentiate 
from the foreground areas, as the point of distance is a tad 
distorted, as well as the colour scheme between the two 
being awfully similar. 

This can be quite disconcerting at first, but as you get used 
to the levels, you begin to forget this, and start to enjoy the 
game a lot more. 


NEXT-GEN? PAH! 

Every now and then, you are invited to take part in 
a special 3D section. Taking a view of Spidey from 
behind, (in a similar vein to the PS2, GameCube 
and Xbox versions) you have to swing from rooftop 
to rooftop tracking down evil gas-filled green 
balloons sent out by the Green Goblin. Your 'spider 
sense' guides you in the form of a giant arrow that 
hovers below you helps track down these floating 
menaces. As these are just bonus levels, they're 
good for some extra points, but failure to complete 
them doesn't take any lives away or affect the 
outcome of the storyline or ending. 

It has to be said that though the draw distances 
are very short, and the colours range from light 
brown to dark brown, graphics of the foreground 
and our hero himself are astounding, and really 
show off what graphical excellence the Game Boy 
Advance hardware is capable of. 


SPIDER-MAN: 
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Your fight for a clean and safe 
city is fraught with danger. Not 
only to the bad guys prowl 
around armed with guns and 
Molotov cocktails, but there are also 
many traps that you have to be 
careful to avoid. Gas shooting out from 
broken pipes, ceilings caving in on you, 
electric wires, hot surfaces, floors that have 
caved in, revealing deadly pits full of broken 
glass, sizzling nastily from the loose wire 
dangling into them, all these things and more 
are prevalent throughout the levels. Luckily, you 
can use your special abilities to avoid becoming 
Spider-Pate . Swinging from roofs and crawling along 
walls are your best bet, but occasionally you can be a bit 
more devious and set a trap. Try waiting until an enemy is 
nearby an exploding barrel, before swooping down and 
punching it while at the apex of your curve. Do it with one a 
green barrel, (you have to destroy these in some levels) and you 
take out two birds with one stone! 


DIGITISED 


BIFF! Cop a bit of punishment or give 
some out and cartoony words pop up! 
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Being Spider-Man on 
^a portable gaming 
system has never been so much 
fun. Tapping A will cause you to 
jump up. Another press will send a 
wad of web streaming out from 
your wrists, attaching itself to a 
surface, allowing you to swing 
around as you please. It's this 
extremely simple technique 
that allows you to become 
one with the Spider in a 
matter of minutes. The 
other three buttons 
allow you to fire your 
webs in the form of 
weapons, shoot web 
diagonally, and 
lastly, perform a 
flurry of punches and 
kicks. Intuitive, these 
controls give a lot of 
favour to the game. 


Another pleasant aspect of the game 
Is the visuals. Those expecting another 
dreary digitised 'true to life' style of 
graphics can breathe a sigh of relief, as 
the looks of this game are true to their 
comic roots; the colours are vibrant and 
pulsing, with reds, blues and greens 
contrasting sharply with each other, 
giving a snappy, urgent look to 
everything. Spider-Man himself comes 
alive; he breathes, he strains and he 
grunts as he performs the impossible. 
The enemies, while not quite as good 
looking, still animate beautifully, and the 
bosses...well, anybody who was a fan of 
the comics will instantly fall In love as 
their favourite super-criminals stomp 
around causing mayhem. 

The style of the game is unrivalled, 
too. The cinematics in between the 
levels are in strip form; bubbles appear 
over characters heads as they exchange 
insults and try to out-narrate each other. 


and best of all, when you strike an 
enemy, giant ROWS and KAZOOMS fly 
up - holy man-tights, Batfans!. All of this 
really makes you feel as if you are taking 
part In a cartoon, which suits the game 
infinitely better than the race for real-life 
that seems to have taken over many 
developers' priorities. 

But as with most games, it has Its fair 
share of problems. Aside from the 
background and foreground problems, 
the game suffers from longevity failure. 
There are simply not enough levels - 
although you'll get a fleeting feeling that 
maybe Digital Eclipse were wise to finish 
the game off when they did, before the 
punch 'n' kick action got too repetitive. 

Don't let this put you off though; 
Spider-Man: The Movie looks the 
business, plays like a dream and is 
makes you forget about life: exactly what 
a game should both be and do. 

.ARY 


Imakc 


SORE THAT 

IT OUT or 


FREAK OOESN' 
HERE ALIVE.. 


WITH PREY THIS DEADLY WE 
WOULD NEED AN EVEN DEADLIER 
HUNTER. 


'T 
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I-MAN HIMSELF COMES ALIVE; HE 
HE STRAINS AND HE ORUNTS 


ADVANCE 


SPIDEH-rnRH: THE fTIDUIE 


DID MDU Hnaiil: RPIDERS THSTE LIKE DHIDHEn! 






DANCING ON THE CEIUNG! 

Controlling Spider-Man is a complete joy. Hitting the jump button, 
then hitting it again will send him soaring into the air, shooting his 
web out and grabbing onto things. If you find yourself in freefall, 
heading towards a splattery or watery grave, then pressing the Jump 
button will more than likely get you out of trouble. If you see a side 
of a building that you fancy crawling all over, then just hitting Into it 
will make him stick. You can crawl along ceilings, around curves and 
onto a platform, and even hang precariously down on your web like 
a suicidal bungee jumper. 

Once you get your head around the repertoire of moves, grabbing 
those elusive golden spiders becomes a lot easier, as you pull off 
moves that just aren't possible in other platformers. This also allows 
for some cunning level design that sneers at the laws of gravity... 


KfCPINC SCCRfTS IS GOING TO 
OO YOU A LOT Of GOOD IN 
JAIL. CNJOY YOUR STAY. 




















































liJELL THDUEHT-DUT 
BCRDLLinB PLRTFDRmER 
THRT IZnmPLimEnTB the 
LICEREE PERFECTLY. 


® SPIDER-MAN: 
THE MOVIE 


Tn' URLB 

A pastel palette compliments the 
jaw-dropping animation superbly. 
This is one fine-looking game. 

RUDID 

Meaty comicbook grunts and 
groans are good enough, but 
music is annoyingly repetitive. 

ERITIEFLRV 

The web slinging gives what 
would otherwise be a stale game 
a new lease of life. 


L ;._pRn 

Plenty of secrets to uncover, but 
not the sort of game to come 
back to time and time again. 

:.F7:- 'rV .:JT¥ 

It's been done before so many 
times of the years, but crawling on 
ceilings is a nice touch. 


GREMLINS: GIZMO 
VS. STRIPE 

A really 
charming 
little game 
that will 
leave you 
grinning. 

Totally 

different atmosphere means that 
you should play both! 


OPINION 

DON’T LOOK DOWN! 

Essentially a basic platformer with 
a ceiling-walking and web-slinging 
gimmick, this rises above many 
other platformers and (often 
hastily coded) tie-in titles simply 
through being very well-executed 
and intelligently constructed. 

SIMON 


RNAL SCORE 


DESPITE A LACK OF VARIETY 
STILL AN EXCELLENT GAME 
TO PLEASE BOTH SPIDER- 
FANS S CASUAL GAMERS. 


MIXED DOUBLES: Having two identities, Peter Parker 
also has two missions. Take some pictures of the bad 
guys while battering them? Sounds like fun! 


CRH ¥DU JUST PICTURE THISP 


SNAP HAPPY 


Before you even get to the title screen, you are presented with a jaw- 
dropping introduction of Spidey himself. Swooping over a cityscape, he 
swings right towards the camera, before It pans out, only for him to leap off 
of the side of a building and start again. It's only after a few seconds that 
you realise that this is in fact a trailer of the movie! Wonderful. You can also 
unlock other still shots form the movie by pressing the select button at 
specified times. This Is an excellent way of integrating Peter Parker's 
reporting job into the game, and provides an incentive to spend time 
exploring the large levels, as these camera points are usually well hidden. 


■■■ 


GO GfT SOMC PICTURCS OF 
THOSC CROOKS. 












SPIDER-MAN: 

THE MOVIE 

Originally slated for a November 2001 release, 
the long awaited Spider-Man: The Movie was 
hit with a delay after the creators asked for a 
longer amount of time, due to their ambitions. 

After over a decade of bickering over who 
owned the rights, fans can now see one of the 
most beloved Superheroes of all time on their 
cinema screens on 3 May, which also happens 
to be the GameCube release date. 

What separates Spider-Man from other 
Superheroes Is the motives that he has. 
Originally, after being vested with his povyers he 
was unwilling to use them for any means 
besides making money for himself. He 
even witnessed a criminal escaping 
capture, but did nothing about it. 
However, returning home the young 
orphan discovered that the criminal 
had brutally murdered his uncle. It 
was at this point that he spoke his 
now legendary motto: "With great 
power comes great responsibility". A 
motto for his life, he is constantly 
being tormented by the pain of not 
only losing his uncle, but the many 
friends and lovers who he has also lost, 
due to the evil criminals who are desperate 
to rid New York City of him. 


Which way's actually 'up'? We 
v!y don't like heights much... Ulp! 
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SJ mHVH THE BEE: THE ERERT RDUEHTURE 


□ ID VPU HnnUJ; BEES HHE DPT RLLGllJED TO 


Buzz buzz, wonder why she does? 
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MAYA THE BEE: 

THE GREAT ADVENTURE 




PUBLISHER: ACCLAIM 


^ DEVELOPER: SHIN’EN 


GERMANY 


PLAYERS: 


j iOSTHTS 

■ PASSWORD SYSTEM 
[ m KIDDIE-STRENGTH PL&YABIUTY 

I M POPULAR LICENSE IN EURO^ 

I REIEASE DATE: OUT NOW ~ 


MAYA THE BEE: 

THE QREAT ADVENTURE 





It's been a while since Pinobee failed to set 
the GBA world alight, so what does Maya 
have that he doesn't? Well, not much really... 


the garden. Okay, well go 
to the park then. Now 
look down in the grass very carefully. Do 
you see a tiny bee jumping on ants' heads 
and collecting daisies? No? Thought not. 

But it's obviously a very popular idea for 
the GBAd, with both Pinobee and now 
Maya getting in on the action. 

She's a very popular character in her 
native Deutschland, but to us she's the little 
stinger from amiable Game Boy Color 
adventures Maya The Bee and Maya's 
Garden Adventures, both of which were 
perhaps unfortunately undervalued by our 
past reviews. The little RPG we rewarded 
50% to way back in Issue 15 was a 
really challenging, charming, deep 
adventure. Well, it is compared to 
this sleepwalking platformer! 

Alright, so it looks reasonably nice 
and if you are a hard-core platform 
fanatic, there's no reason why this jaunt 


through the world of side-scroller cliches 
shouldn't pass an idle hour, but it doesn't 
seem to contain a scrap of genuine 
invention or, worst of all, value for money. 

Even the plot is depressingly obvious. 
Maya's pal Willie has gone missing, and so 
she has to... find him. She does. The end. 
The journey takes the sprightly little stinger 
across four levels (that's right, FOUR) of 
miniaturised action, from the beehive to the 
forest. Each level Is split into four further 
sections, and there are many six-legged 
allies to meet on the way, including Flip the 
Grasshopper and some others. 

What few drops of intriguing gameplay 
you can wring out of this adventure are 
worth a peek, but still not enough to merit 
spending your precious pounds on. There 
are many hidden flowers and objects on 
the way (you supposedly collect the objects 
- cheese, honey etc. - for your next guide, 
but it makes no difference whether you 










































DRIUE HERUM GODDB UEHICLE5. 



FLIP ‘EM OVER: At the end of each level there's a 
card-matching game that allows you to gain an extra 
life. Flipping cards gets dull. 



THE SECRET 
UFE OF MAYA 

It's news to us, but apparently German writer 
Waldemar Bonsai's The Adventures of Maya The Bee is 
an international favourite among some toddlers, 
teaching them 'lessons on friendship and caring, as 
experienced by a group of insect friends' (Not to be 
irritating little gits). Maya is, so we are informed, a 
plucky female bee with a protective instinct Predators 
sometimes threaten, but Maya is always there for her 
insect friends, including trouble-prone Willie the bee 
and musician Flip the grasshopper. Bonsai's tales have 
also found a wider audience in a Nickelodeon cartoon, 
and even a stage musical, which is available on CD! 
Shame that, now UK folks will only remember her as 
an uninspiring GBA game 'star'. 


bother with them or not), which can be 
reached by uncovering hidden areas. Maya 
can fly short distances and push crates 
around as well, but when you consider how 
few buttons have a designated use in the 
game, you see that the GBA's capabilities 
are not even remotely stretched here. 

On completing ail 16 little areas, you're 
given a 'well done' and an Invitation to do 
the whole thing again on Hard. But why 
should we? The journey was filled with 
groanworthy cliches and irritating cutesiness 
first time round, so there's little point in a 
re-play. When bad platformers come 
around, it's traditional to say 'buy it if you're 
a platformer fan, but...' we can't even say 
that here. If you crave cute small animal 
entertainment, thirty quid would be better 
spent buying you a hamster. Its own little 
cage to live in and still have change leftover 
for a ginormous bag of hamster food. 

JEM 




VEBOICT 


^rTHEVRE nSHIHE FDR IT 
r REHLLV - ERLLIHE IT 
-BRERT' 15 EERTRIRLM 
RR EHREEERRTinn... 


WHICH wrr s 
SAID WHAT? 


I Bees have always been great fodder for comedians: but can 
you connect the famous comedian to the bee quote? 


BCDTTOM TEN 
GBA PLATFTDRMERS 


BURPRIBIHELM. BDITIE PLRTFDRmERB HRUB BEER EUER 
UJERBE URLUE FDR mDREV! 


SO 


UNBELIEVABLY UNORIGINAL 
PLATFORM ANTICS: WE’VE 
BEEN HERE MANY TIMES 
BEFORE - THAT’S NO JOKE. 


• Rocket Power: The Dream Scheme 

• Maya The Bee The Great Adventure 

• Kao The Kangaroo 

• Power Rangers: Time Force 

• Scooby Doo S The Cyber-Chase 

• Atlantis: The Lost Empire 

• Extreme Ghostbusters: Ecto-1 

• Ice Age 

• Alienators: Evolution Continues 

• Land Before Time 




® MAYA THE BEE: 

THE GREAT ADUENTURE 


JOHN CLEESE 


Q ZZZZZZ! "Styled with bright 
I vivacious colours and buzzing 
I with platform action this little 
^ stunner will suit Its junior target 
u audience superbly - even if it isn't 
I the most ambitious of GBA titles. 
Experienced gamers should look 
for a buzz elsewhere, though." 

DARREN 


RIMAL SCORE 


»THERE*S NO 
REASON WHY THIS 
JAUNT THROUGH 
THE WORLO OF SIOE- 
SCROLLER CLICHES 
SHOULON’T PASS AN 
OOO lOLE HOUR” 


Collecting objects sadly makes little 
impact on your progress. 


UI5URL5 

The best thing about it, and 
nothing special. Nice colourful 
graphics for the ickle kiddies. 


Run from bees! Run from bees and 
wasps! Bees make honey - do 
spiders make gravy? 

Q Bzz bzz bzz bzz honey bee, buzz if 
you like, but don't sting me! 

I'm sorry Bernard, I ate ail your bees. 

Q Half a bee, philosophically, must ipso 
facto, half not be. 

Q Bees are lovely furry little creatures 
with lovely smiling little furry faces. 


ALTERNATIVE 


RUDID 

The most unoriginal, annoying 
music we've heard in a long time. 
And SFX are not really noteworthy. 


LIFEBPHn 

Not even a difficulty setting. A 
weird animation, and that's it! This 
is a tiny game with no real extras. 


BRmEFLR¥ 


Another collection of platforming 
cliches. Just about worth buying if 
you're a platform fanatic? Maybe... 


Let's recap. Nothing new here at 
all. If anyone can see an iota of 
originality, please do write in. 


MAYA THE BEE: 
GARDEN ADVENTURE 

This GBC 
RPG had 
twelve times 
the depth 
and 

playability of 
the Game 

Boy Advance version. 
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To boldly go where 
no game has gone 
before...Yeah, right! 





I wouldn't mention Space Precinct 


> this guy's face either though... 



X 


Is that Fox McCloud's 
Arwing that we see 
zooming thru' space? 


SHIGERU MIYAMOTO 


STARX 


PUBLISHER: BAM! ENTERTAINMENT 


DEVELOPER: GRAPHIC STATE 


ORIGIN: US 


PLAYERS: 1 


05TRTE 

■ 3D POLYGONAL SPACE SHOOTER 


I TONS OF ENEMIES 


I INTENSE GROUND ACTION 


I INVOLVING SPACE ACTION 


■ FAB FIREPOWER POWER-UPS 

RELEASE DATE; MAY 2002 



is surely the biggest 

__^ asset Nintendo has 

over its rivals. Without him (oh! And Pokemon) and 
the never-ending supply of AAA titles that he 
continues to be responsible for, we seriously doubt 
whether the company could have maintained any 
stature in this cut-throat market. He is arguably the 
biggest name in the gaming industry; with few (if 
any) being on a par with him. 

In an attempt to mirror the genius of one of his 
innovative SNES creations; Bam! Entertainment 
release Star X; which is a galactic struggle against 
alienated oppression on the same echelon as Star 
Fox. The game itself, features all the usual elements 
required of a space-shooter: a fancy ship, intense 
space battles, a script of pure comedic brilliance 
and extra-terrestrials seemingly on loan from Jerry 
Anderson's Space Precinct. Also in true galactic 
tradition you are brusquely thrown into the conflict 
of escaping a rather tasteless and bland planet 
whilst being bombarded with the expenditure of 
air and ground munitions. Barrel rolling from left to 
right a stark impression casts its intimidating 
shadow over you and you begin to wonder how 
Bam Entertainment! Intends to get away with it. 

The game's boss fights, scripted events, controls, 
visuals and even to an extent the title are all 
attempting to give us a high class and innovative 
experience which essentially adds nothing 
new to the genre. 


Yes, the FX chip style graphics are handled well 
on the little screen with no slowdown, a problem 
which; the SNES title was enveloped in. The 
controls although simple are solid and effective, 
with a pulsing rhythm of your thumb hacking away 
at the A button. In fact the only Issue we had with 
the whole game other than the lack of a required 
fresh approach was the lock-on system. Effectively 
there didn't appear to be one, with the only sure 
way of unleashing laser death being to maintain 
the aforementioned A button rhythm and throwing 
your ship around the screen. 

To completely banish this title to the floating 
carcass of poorly realised shooters would be too 
dismissive - even with the dodgy lock-on system - 
as like its doppelganger there is an enjoyable 
experience to be had, especially in the multiplayer 
mode. Its just that it fails to produce the Impact 
Star Fox garnered in Its 16-bit home with. 

It's encouraging that the GBA handles a variety 
of differing gaming styles covering all the known 
genres; but a shame that nobody as yet has taken 
a seemingly risque step to give us something fresh 
and innovative. It's actually still quite early in the 
GBA's life cycle, so let's hope developers can 
produce something for future gaming generations 
to go as retro-crazy about as much as we 

enjoy such shockingly uninnovative 
stuff like Star X. 

DARREN 


Lack of lock-on forces you to 


I’VE GOT THE 
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UPDATES: At the start of each level you are updated of 
your fighters situation in the form of quick and to-the- 




AARGH! The landscape 


isn't that featureless! 



STEP>BY-STEP. OOH BABY! 

Narrative is becoming increasingly important in video games, with 
some more recent titles boasting backstories intricate and well- 
constructed enough to resemble movie plots. Strangely, sci-fi game 
stories often seem bland compared to other genres rather than 
reflect the cutting-edge creativity that originally brought literary 
science-fiction to prominence. Here's Star X's plot - you decide! 

'■ _ 

Sent to befriend an alien race known as the Karask and arrange a 
desperate peace settlement, mankind's diplomatic envoy is blown 
into a fine cloud of his constituent elements before they have a 
chance to discuss the matter in a civilised manner. 

Fortunately all is not lost as you survive the ambush, realising that 
it is imperative that you inform the rest of humanity. 

Enraged and shocked you escape the clutches of your captor and 
head towards home with the troubling news.... 




SCORPION + AUEN 
+ TANK = OEATH! 

In a vain attempt to escape, coupled with 
the destruction of smaller enemies, our lone 
soldier and his little cruiser jointly stumble 
across Egaon's intense boss character. 
Emerging from the simmering dust with bold 
statements and an extremely large death- 
machine with which to pulverise you into 
the ground, we blindly attempted to dispose 
of him. We found that his Scorpion Tank 
was the most difficult to destroy as our 
bombs didn't have that much effect on him 
and at this point we had no other power- 
ups. We advise that before you enter the 
battleground you stock up on upgrades and 
gather as much health as you possibly can, 
othenA/ise your death will be swift and harsh. 



“BARREL ROLLING FROM LEFT TO 
RIGHT, YOU WONOER HOW BAM! 
INTENOS TO GET AWAY WITH IT” 




^ R PITM IJJE CDULDn’T HHUE 
ninXEnDD'E BTRR FDH. 
BUT IT’LL □□ FDR BDITIE 
BHDRT TERR BPREE- 
BLRBTinE THRILLS. 


® STAR X 


n utsuRLS 

^ Jagged, blocky and still - so it's an 

J almost perfect facsimile of the 
game it tries to imitate. 

1 RUDID 

n Big, crunching and repetitive; not 
the best example on the GBA but 
suits the shootery well enough. 

1 ERmEPLRM 

^ Great - a blast-a-thon of galactic 

J fun - mainly due to its simplicity 
and somewhat retro feel overall. 


■ ‘-If^LSPRn 

■HIV [ Might pall after quite a short while 
I for many gamers, but a few (like 

Matt, our Sub Ed) will be hooked. 

^ ....ilHRLITV 

■ Ip Yeah! tons and tons of it! Wait, 
jp j this is 2002, not 1992... So none. 
Zilch. Zip. Nada. Nil. Nyet. Non. 



IRIDIOIM 3D 

Iridion 3D holds all the cards, it 
really is a 
touch of 
class, from 
the great 
structured 
levels to the 
addictive blasting. There's less 
dependence on power-ups too! 


OPINION 

SLIPPY! "The most blatant 
rip-off since ‘Pock-Man’ came to 
my local arcade? Yup. Fun to play? 
Well, I think I've bloomin' busted 
my beloved GBA 'cause I played 
Star X for so long, it slurped out 
of my sweaty mitts to rendezvous 
hard with the floor. Sniff...!" 


RNAL SCORE. 


ENJOYABLE BUT AGED- 
SEEMING, MINUS LASTING 
APPEAL FOR ANYBODY BUT 
THE MOST SPACED OUT. 












































BT RDUnnCE 5 RHLLV RnCIHE 


Ljm I unniii. TUl= nPJIBinHL GRtTlE HHS SOLD 


Manual or automatic - does 



;^«iELECT 

TOYOTA 
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COROLLA 


brum BRUM! 


AUTO 
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GT ADVANCE 

RALLY RACING 




GT ADVANCE RAUY RACING 2 


; PUBLISHER: THQ 

DEVELOPER; MTO INC. 
PRICE: £29.98 

ORIGIN: US 

PLAYERS: 1-2 


Negotiating a tight right-hand corner and accelerating 
to a videogame store near you - CT Advance 2 
Rally Racing shows you its scorching rubber! 



iqD 000 Dill 
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innocent sprouts, 
we excitedly 
found the multi-purposes of an 
empty cardboard box a joy to 
behold. Vividly we created diverse 
adventures whilst sitting 
comfortably in the middle of the 
box; realising that life was indeed 
grand with its pleasures being 
plentiful. Converting the cubed- 
wonder into speedboats, drag 
racers, impervious castles 
surrounded by imaginary moats; 
we realised that its potential was 
limitless as we delved ever deeper 
into the far reaches of our 
imaginations. 

The only real problem that we 
experienced with this Innovative 
cardboard conveyance was the 
handling when used to Imitate 
cars. Flipping over at the slightest 
attempt to get around that sharp 
right, your passenger would be 
left in fear as they tumbled to the 
floor. The championship was over 
and the dream quickly diminished. 
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A FASSION FOR PENNIES? 



The developers have obviously put a lot of effort into the modes; tables 
and the overall general rally experience. Although some of the screens 
themselves do not look that crisp, the options held within them are 
welcome. You can change vehicles, (with all the greats being there; 
Subaru, Toyota, Nissan, Mitsubushi, Mazda) the inclusion of a battery 
back up is a superb idea, opening up a truly personal experience, and 
the sheer scope of things packed onto the GBA's tiny cart is amazing. 

If s unfortunate that it seems the actual courses which you race around 
have just been carried across from the first game with no real attempt 
to improve on its flaws. This makes us wonder if a quick buck was the 
objective of the whole GT Advance 2 Rally Racing exercise all along... 



“WITH THE INCLUSION OF 
ALL THESE RACING 

THE INITIAL 


SOUNDS LIKE GRAN 
TURISMO ON THE GBA” 


Wondering where it all went 
wrong and with tears in your eyes 
you would seek reassurance from 
Mum before you picked up the 
box, doctored any rips and 
returned to the starting grid to try 
again. The only way your scarred 
passenger would return to the 
event was after a more persuasive 
method involving Chinese burns 
and a heck of a lot of rope. Like 
some kind of deranged animal; it 
appears that the human mind (in 
some cases) doesn't learn - as 
you would both, once again tilt at 
any attempt to mimic the 
perilously tight corners found on 
realistic tracks. After many more 
tears, a pointed finger of blame 
and more often than not a good 
hiding, you would be forced to 
cease all Interactivity with the box 
and throw it away. With salty 
beads dripping from our eyes and 
a box of Kleenex, this youthful 
exposition brings us to the joys of 
GT Advance 2 Rally Racing. 


DEHNE: RALUT! 




To sum up rally racing, you would have to say that it is all about burning 
your tyres Into an un-known dirt road whilst trying to successfully achieve 
an unbeatable stage time. In your pursuit of glory, you and a second team 
member (a navigator) strenuously battle Mother Nature in order to achieve 
acclaim with successful efforts being rewarded with trophies and lucrative 
endorsements. To truly understand this sport, just take a look at this 
White-handed Gibbon; who on behalf of his fellow humans has undergone 
years of scientific experiments in order to sum up what effects prolonged 
periods of rally driving has on its competitors. Just look at that white face... 
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GET READY, SET, GO ON THEN! = 


THQ and Tamiya offer you an unmissable chance to get racing! 

TO CELEBRATE THE launch of their second GT title, THQ have got together with remote control car 

geniuses Tamiya with a whole barrel-load of irresistible top-speed prizes! One lucky winner will win; i 

XB Series - The XB (Expert Build) series presents pre-assembled radio-controlled (R/C) models. Chassis 
can be disassembled for maintenance and/or upgrades, as you'd be able to if you'd built it yourself. 

Optional parts can be used to heighten running performance; and of course an R/C receiving unit is also ^ 

pre-installed in chassis and easy-to-use control transmitter is included. An amazing little motor, which ^ 

retails at around £300! : 

Two almost-as-lucky runners-up will be getting their scrounging little mitts on: Oq ^ 

QD Sports Series - The QD (Quick Drive) Sports series of pre-assembled radio control models is & SSI 

suitable and developed for those who are just getting into the exciting radio control model world. Each 5 

car is pre-equipped with a motor and other R/C mechanics. Durable polycarbonate body is pre-painted ^ 

with stickers affixed. n r. n n ■ f 

Both cars come pre-made, and ready to use! Plus, of course, each winner will also get their own copy of GT Advance!! Rally Racing tor 

when the excitement of real radio-controlled racing gets too much! All you have to do to stand a chance of owning all this glorious 
automotive fun is answer the following question, making sure to mark your entries 'Get Set Competition 29', and send them to: 

Paragon Publishing, Paragon House, St Peters Road, Bournemouth, Dorset BHl 2JS no later than June 25. 

Q. ONE OF THE MOST FAMOUS RALLIES OF ALL TIME TOOK PLACE BETWEEN WHICH CITIES IN 
THE EARLY TWENTIETH CENTURY? 

A. LONOON ANO BRIGHTON B. SEATTLE ANO BOSTON C. LEEOS ANO MANCHESTER 120. 


XB 


1. All entries must be received by 26 June. 2. There is no cash alternative. 3. Editor’s decision is final and no correspondence will be entered into. 4. No employee of Paragon Publishing or any company with products 
on offer within this competition is eligible to enter. 5. Only one entry per person. 6. By entering, competitors agree to be bound by the rules and requirements of the competition. 7. Vbu may be sent news about products 
and opportunities from related companies. If you do not wish to receive such information, please indicate as such on your competition entry. 



You won't need the directions on the 
screen if you listen to your navigator. 




Casting reminiscence aside, there 
are seven different modes of play, 
including a head-to-head challenge and a rather 
superfluous car-tweaking facility. Though these 
tweaking options provide you with the most apt 
car for each track, it's a real shame that they don't 
go much further than they do. Suspension, 
steering, transmission (manual or auto) and brake 
can all be mucked about with, but no matter what 
settings you use, it don't seem to have anywhere 
near as much impact as it should on the cars' 
handling. There's also four sets of tyres: tarmac, 
gravel, mud and snow. 

Altogether, there's fifteen different rally cars to 
choose from and different weather effects. With all 
these elements, the initial depth of the game 
sounds like Cran Turismo on the GBA, and this is 
as good an excuse as possible to play with the 
game rather than the small box it came in. 

From the satirical outbursts of 'joy' made by 
your navigator whilst casually driving through 
obstacles, to the phantom challengers apparently 












THE WORLD TONIGHT...: It'll be quite a while until you 




SOUPY TWISIS! 


□ R: VDU'RE in FDR H BUITIPM RIDE! 


Even though the handling's improved quite a bit since the 
on-rails feeling of the last GT title, the tracks are bound to 
cause a little car-sickness in gamers of a more gentle 
constitution! Instead of attempting to evoke the FEEL of a 
rough track, they seem to have gone for the 'make it look as 
if they're skidding around in a huge plate of hexagonal 
baked beans' effect. 

The link-up feature is admirable and should be very 
playable, but it doesn't matter how good any of the rest of 

the game is if the races - 

themselves make you 
feel queasy to play. Trust 
us, there's other rally 
game that look so good 
all you want to do is stop 
the car and go for a walk, j 
You try to do that here, 
and you'll be tripping . 
over all those GIANT 
pixels all the time! 
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reach the UK. It's a shame there'sim real track choice 
from the start, because Australia isn't the best lot ‘ 


■ world RALLY 


Thank god! It's night! All the pixels have gone 
v!y into silnouette at long last! 
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nOEDURTE imPRELIEmEnT 
□n DRIBIRnL. BUT THE 
LUHDLE THIRB REELS 
RUSHED B URFiniSHED. 


® GT ADVANCE 2 
RALLY RACING 
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UtSURLE 

The cars are alright, but the road 


surface and backgrounds could 
perhaps do with a bit of polish. 


RUDO 


Nothing special. The navigator's 
speech is nice, but sooner or later 
you'll want to turn it down. 


GRmEPLRV 


As a rally game it's about average. 
Serviceable, but those rough roads 
will annoy you eventually. 


LIFELFRR 

There are lots of modes available, 
it just depends on whether you 
can stomach the games controls. 


□RIEIHRLITM 


Well, it's not trying to be original, 
so there are no innovative extras 
that haven't been seen elsewhere. 


ALXERN^iVE 


GT: CHAMPIONSHIP 

For those petrol-head enthusiasts 
this is the 
premier 
choice. With 
an great 
variety of 
modes and 
superb gameplay it stands as an 
un-missable alternative. 


OPINION 



appearing out of thin air; this is... not the most fun 
you can have with a GBA. We at Total Advance 
adore link-up extras as you know, but when the 
game experience itself is detracted from by such a 
badly visually realised playing area, we wonder 
why these basic graphical issues haven't been 
addressed Instead. It's a shame that inclusion of 
these extras seem have taken precedent over the 
actual content of the title. 

To be honest, if you can put up with the flaws; 
Including somewhat abstract level design, 
questionable collision detection and a noticeable 
lack of control at points; then the sheer amount of 
tracks and modes available will easily allow you to 
enjoy the game if you've got no other rally games 
to compare it with. It's just that if you've played 
other GBA car racing games, from V-Rally 3 to 
Mario Kart, GT Advance 2 Rally Racing seems to 
be lacking. If racing games are your bag, then 
you'll get some enjoyment here, but if you have to 
own just one rally game, this ain't the best. 

DARREN 



WE LI _ "We were one of the 

few to award the previous THQ 
GT title a very low mark, so we 
wanted to be nice this time. But 
this still isn't worth the asking 
price, for the amount of tracks 
alone. V-Rally seems to have a lot 
more pizzazz. I'm afraid. 

JEM 

rIn^lTscore 



IMPROVES ON ITS 
1 PREOECESSOR, BUT SAOIY 
! NOT THAT MUCH. FOR THE 
\ RALLY^NUTS ONLY, REALLY 
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DOWNFORCE 


T PUBLISHER: VIRGIN 
DEVELOPER: SMARTDOG 


^ ORIGIN: UK 


■ 

0 :. 




PLAYERS 


^BTRTE 
TEN DRIVERS 


I EIGHT TRACKS 


I FOUR DIFFERENT GAME MODES 


I SPRITE SCALING 3D EFFECT 


I RACES TAKE PLACE IN CITIES 

RELEASE DATE: 17 MAY 2002 


“F-ZERO IS GETTING 
ON A BIT AND THOSE 
OF YOU LOOKING FOR 
A NEW CHALLENGE 
WILL BE PLEASED TO 
CAST YOUR GAZE 
UPON DOWNFORCE” 


If only over¬ 
regulated real-life 
Formula One 
could eventually 
turn into this... 

aside, there aren't 
many GBA racers 
taking full advantage of the Game 
Boy Advance's sprite scaling 
technology. There have been a few 
attempts, but nothing so far has 
really matched up to Nintendo's 
genre-defining classic. 

Still, F-Zero is getting on a bit 
and those of you looking for a new 
challenge will be pleased to cast 
your gaze upon Downforce - a 
new 3D racer from Smartdog 
studios. Following upon a similar 
premise to F-Zero - it's the future 
and normal Formula One racing 
has got too stale, so make way for 
extreme racing, Downforce is 
making a valiant attempt to put 
Formula One back on track (or off 
the track in this case as a lot of the 
racing takes place on city streets) 

So it's off to the races we go! 

But are they any good? Well, 
visually things are pretty peachy, 
the cars are Impressive, the tracks 
are above adequate and It moves 
at a fair old pace. There are also 
plenty of other racers buzzing 
around on the track to compete 
against, which makes the races 
plenty of fun. 


DOWNFORCE 

























But it's not perfect, the handling is 
a little suspect, feeling both over 
twitchy and sluggish at the same 
time. It's almost as if there's a delay 
before moving then your car jolts 
left or right. It takes a while to get 
used to and you do spend an awful 
lot of time zig-zagging along the 
track. It's a good job the tracks are 
so wide or the game would be 
virtually unplayable (or maybe that 
was part of the design.) Still, after 
the perfect control of Mario Kart it 
does feel a bit sub-standard. 

Speaking of Mario Kart, another 
thing you'll notice is that there isn't 
any inclusion of weapons. It may be 
Formula One, but it's set in the 
future and these are supposed to be 
no-holds barred races - so the odd 
oil slick and machine gun wouldn't 
be out of place. Without any turbo 
boosts or power-ups the whole 
affair just doesn't have the same 
punch as Mario Kart or F-Zero. 

Still, that's not to say it's a bad 
game. Not by any means - 
Down force is visually impressive and 
offers rock solid gameplay (once 
you've got used to the steering) with 
plenty of levels to work through. 

MARK 


Arrows at the top of the 
screen alert you to corners. 



I NEED AMMO 

It's just a shame that Downforce misses 
the ball on a few points. There are 
characters behind the wheel of each car, 
but it doesn't really make use of them - 
there's no rivalries, vendettas or storyline. 

There are other downfalls in 
Downforce too. There are no short-cuts 
on the tracks, there are no power-ups, 
speed-boosts or weapons of any kind. 

It's a shame because it's a futuristic 
racer and these things aren't out of the 
question. If you can remove all rules from 
racing, you can certainly take a few 
liberties with reality. It's not exactly a 
simulation so we see no need for 
Downforce to be ultimately realistic. 

The game itself is solid, and if only it 
had been given a few extra tweaks and 
had a few more things lying around on 
the tracks, the whole experience would 
be a whole lot better. 


Good sprite scaling to make 3D 
' / j tracks and good-looking cars 
create an impressive looker. 

nuDin 

I Your GBA buzzy speaker will never 
I re-create the roar of an FI engine, 
but it works, mostly. 

Vi BRmEPLRM 

Steering takes time to get used to 
; and you'll zig-zag at first. But then 
it becomes quite good fun! 



I lj : 


L.iVBBPnn 

Eight tracks to blast around but 
they're pretty samey and without 
weapons it eventually gets dull. 

□RlBiriRLIT'r' 

There are a few other games like 
this around but it's a good 
attempt at updating Formula One. 



MARIO KART 

If you haven't got the king of all 
3D racing p ilm 

games yet, 
then you've 
problems. 

Go out and 
buy it now 
- if you can't find it, buy an old 
N64 and its version of MK instead! 


DV 

U 





RACE MODE - 


There are also lots of tracks and several game modes to work through including | 

Arcade Trophy, Time Attack, Free Race and Championship. The arcade mode is your i 

pit stop throwing you straight into a racing challenge. There are only a couple of 
tracks open at the start, but win races and you'll soon have more to choose from. 

You'll soon tire of the instant thrills and start looking for something a little more 
m-depth - which takes you to the Championship. Here you work your way up 
through the ranks and tracks in the quest to become overall champion. 

The other two modes pretty much do what they say on the tin. Free race allows 
you to blast around the tracks without impunity, it allows you to practice each 
corner and work out the best way to take them. It's pretty boring though, at least on 
time trial you've got something to race against - even if it is just the clock. 


OPINION 

VROOM! "This game's got 
everything a good game needs, but 
still suffers in comparison to Driven, 
Konami Crazy Racers and the 
inevitable Mario Kart. All you mad 
people that brought Shrek Kart, 
take it back to the shop and swap 
it for Downforce, it's much better." 

MATT 


RNAL SCORE 


□ □liinFDRCE BnCHETDRV 


It's the future and Formula One is 
getting boring, even for fans who 
religiously watch the practice runs and 
qualifying sessions on TV. Even worse, 
the drivers themselves are getting 
bored of hurtling at breakneck speeds 
around non-dangerous tracks. 

Rules are the problem, there are far 
too many rules in this sport. All the 
cars are regulated, restrictions are 
making the sport become mundane. 


So the drivers rebel, they want 
more danger, they want unregulated 
cars that can go as fast as possible. 
The governing body of Formula One 
isn't having any of it, and says "No 
way! Not on our tracks!", but that 
doesn't stop the drivers though, they 
take all the restrainers off their cars 
and instead of racing on racetracks, 
they take their cars for a spin through 
the streets of the city. 



Select 




GAME COULD USE SOME 
WEAPONS AND POWER-UPS, 
BUT APART FROM THAT IT’S 
REALLY RATHER GREAT! 
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j GREMLIHS: GIZMO US STRIPE 


PUBLISHER: WANADOO 
DEVELOPER: UGHT A SHADOW PROD. 
PRICE; £29.99 

ORIGIN: FRANCE 

PLAYERS; 1-2 


Step back in time to the 
distant, darkest Eighties! 




■ PASSWORD SYSTEM 


■ FLUID ANIMATION 


■ 10 LEVELS OF ACTION 


■ 2 PLAYER LINK-UP! 

RELEASE DATE: MAY 2002 


BTRTB 

■ PLAY WITH TWO CHARACTERS 




Yet another retro-flavour scrolling platformer. Does 
gameplay match the theme, or is it more up-to-date? 


pyyippppiiy^ on the Game Boy go, the most 
■uiALUuiXJr common has to be the scrolling 
platformer. Early success of Mario Land seems to 
have lived on in developers' minds, and so the 
quest for the ultimate platformer carries on. 

Like a lot of Rare games. Gremlins: Gizmo Vs 
Stripe takes a collecting theme. Depending on 
which character you choose, (see 'Points Of View' 
opposite) you have to collect a certain amount of 
presents in a level before making your way to the 
end. Playing as Gizmo the Mogwai, you must 
defeat the evil Stripe the Gremlin's plan - to steal 
Christmas presents from the children of Kingston 
falls. Choosing to play as Stripe, you have to carry 
out this diabolical plan. 


Along the way you encounter enemies who will 
try to hinder you, and tricky platforming sections 
that require skill, timing, memory and occasionally, 
a leap of faith. 

The various levels' backdrops are lifted straight 
from the film, with memorable set pieces such as 
Billy's room and the cinema. The levels are quite 
expansive, and whilst never too taxing on the brain, 
require a keen eye to spot the doors and switches 
that are littered throughout. 

Every couple of levels or so, you come across a 
boss. These can be quite difficult to win against, 
which adds lastability, but beating them presents 
you with a password that you can use to carry on 
from where you left off. 


"THE ANIMATIOIMS OF THE GREMLIIMS HITTING THE 
MOGWAI ARE QUITE OISTURBING ANO CREEPY” 

















































Before you start a new adventure, you get 
the choice of which character to use 
throughout the game - Gizmo or Stripe. 
Essentially the gameplay does not change 
much depending on your choice, what 
with the level layout being the same. 
However, there are a few cosmetic 
differences. If you are Gizmo, you can hit 
a Gremlin to stun them, and then proceed 
to flash your torch on them, causing them 
to melt away. As a Gremlin, you have to 
hit the Mogwal, and then throw a custard 



LOCATION, LOCATION, LOCATION... 


There are five levels in all, each taking place in a different area of Kingston falls. You start off in the Asian toyshop, where 
the original Mogwai was found in the 1984 film. From there you go to the Bank, then into the Police station. After these 
you find yourself in a dingy Cinema, which you must get past in order to access the next level, which is the Firehouse, 
and then finally you enter the boss fight, which takes place in a single room. Here you face off with your sworn enemy, 
who can be either Gizmo or Stripe, depending on who you chose in the first place. 

In each area there are different things to keep an eye out for. For instance, in the bank you may be able to 
occasionally open a vault, leading you to some goodies. In the fire station, pipes coming out of the walls can be climbed 
on, in the cinema the screens can be scaled, and in the Police station you must remember not to step on the live wires. 



pie at them in order for them to change it 
into a Gremlin. You have to collect either 
batteries or custard pies for this, 
respective of who you are. Also, Gizmo Is 
equipped with a double jump, allowing 
him to fly across the sky in order to reach 
a platform. Stripe doesn't have this. 
Instead he has one giant leap that 
requires him to grab hold of a platform 
edge. The timing of these two moves is 
very different, and takes a certain amount 
of practice to get right. 













































EREfTILinS: Eiamp us. STRIPE 




EIGHTIES GOID! 


Released back in 1984, The Cremlins was a strange film. On one hand, it was 
hilariously funny, and on the other extremely dark and brutal - decapitation scenes 
were common. It told the story of a kid called Billy, who received a cute little creature 
known as a Mogwai. Not taking heed of the three rules told to him, (Never get a 
Mogwai wet, show to bright light or feed after midnight) it's not long before the 
Mogwai has taken a turn for the worst, and turned into a nasty green skinned Gremlin 
(Who goes by the name of Stripe). Causing havoc around the town of Kingston, It's 
not long before Stripe has broken into the local swimming pool and created an army 
of evil wrongdoing Gremlins. Together will his little Mogwai pal Gizmo, and the 
unarguably lurve-ly Phoebe Cates, Billy must push himself to his limit and beyond. In 
order to save the day. They just don't make films like this anymore do they? 


GKCMUNS 



At first, you'd be forgiven for 
thinking that Gremlins: Gizmo 
Vs Stripe is just another cutesy platformer that 
seems to be saturating the market at the 
moment, but further play reveals otherwise. 

After being presented with the usual splash 
screens and menus, the first real choice you have 
is to choose your character. Once this is done, 
you go through a small introduction to how the 
game plays, as well as the story that it ail 
revolves around. Then the game begins. 

The first level is set in the old gift shop, and it 
has to be said that the graphics are superb. Just 
like in the disappointing Extreme Ghostbusters 
title, everything Is drawn with real attention to 
detail. Little wires spurt electrical sparks around, 
speakers pulse and throb, and candles burn 
away. However, the gameplay is noticeably better 
than the previous ghoul-blasting jaunt. 

There's quite a bit of repetition, however, even 
in the graphics, and not only does this give the 
game too much of a uniform look, it also makes 
navigation harder than it should be, as you can 
sometimes get quite confused over where you 
are exactly. The animation of the characters is 
another standout point. They do a little jiggle to 
the jolly-yet-sinister background music, which in 
little Gizmo's case especially, will make your 


heart melt (I may vomit - Ed). In fact, It's true 
that the presentation of the game in general is 
top banana, and generates an atmosphere that is 
admirably true to the movies. In particular, the 
animations of the Gremlins hitting the Mogwai 
are quite disturbing and creepy. 

THAT’S CHARMING 

Later in the game, unfortunately, there's a turn 
for the worse. At first things are fine; strolling 
through the levels collecting Items and battering 
the occasional enemy Is initially very compulsive, 
but after four or five levels of this, it becomes 
tedious; with all the nasties being cut from the 
same mould, and puzzles consisting only of the 
well-worn switch and door structure. Level 
design is also a problem; sometimes you will 
find yourself on a ledge with no clear route, 
requiring you to trust to your gamers' instinct. 

Not good design! 

But for these problems, you can't help but 
enjoy Gremlins: Gizmo Vs Stripe The charming 
characters, lovely plinky-plonky music and 
classic gameplay elements all add up to an 
enjoyable platformer, and it's Wanadoo's first 
foray into Link-Up, which is worth a round of 
applause In itself. 

GARY 
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® GREMLINS: 

GIZMO VS. STRIPE 


1"""" ^ 

, 

THE PRESENTATION OF 
THE GAME IN GENERAL 
IS TOP BANANA” 


iJIBURLB 

Beautifully animated, and some 
lovely detail is let down by 
repetition in the backgrounds. 


r ludid 

Not many tunes on offer, but what 
is there is excellent, although 
slightly twee after a short time. 


i ntlEPLHV 

Very simple to play, and very 
compulsive - but you will 
probably get bored quickly. 


mvB 


The three rules of keeping a Mogwai 
were as follows: a) Keep away from 
bright light, b) Never get wet, and c) 
Never feed after midnight. Here are the 
rules for the GBA - a) Never get wet, b) 
Never feed it anything other than a 
cartridge, and c) Your screen doesn't like 
bright light. Notice anything? 

If you ever hear your GBA singing 
softly at night... who knows, if you drop 
your Game Boy Advance into water, 
maybe a crowd of marauding Atari 
Lynxes will march out! Maybe the GBA 
screen is a special reflector shield that 
prevents light from hitting to core of your 
Game Boy Advance and hurting the 
Mogwai inside controlling everything. Be 
very careful of breaking It, then... 


There are a fair few levels on offer 
here, and two different characters 
means there is plenty to do. 


-nRLJTV 


A collecting platformer - there are 
far too many of these around than 
should be allowed. 


SUPER MARIO 
ADVANCE a 

The best 
platformer 
available on 
any format, 

SMA2 is 
absolute 

Nintendo gold. You must go through 
this at least once in your life. 


OPINION 

DON'T GET THEM 
WET! Finally, after the 
nightmarish film licenses, we get 
a platformer with a bit more 
thought to It! It's a canny looking 
caper with some tricky problems 
to solve, and best of all - it's got 
Link-Up! Is it Christmas already? 

JEM 


IN ITS OWN RIGHT, A LOVELY 
LITTLE GAME, WITH MORE 
THAN MANY OTHER 
PLATFORMERS OUT THERE. 
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HERE’S YOUR CHANCE to win some cool prizes. Send in your answers to the questions below by 
the 26th of June, and you could find yourself owning a brand 
new Game Boy Advance™, a Joytech Illuminator light, copies ^ 
of Extreme Ghostbusters and Gremlins: Gizmo Vs Stripe, a m 
Wanadoo baseball shirt, and a cuddly Gizmo! Five runners M / 
up will receive baseball shirts. m j 

Q) Who was originally supposed to be in m! 

Ghostbusters, but was replaced by m f 

Bill Murray after his death? m / 

A) John Belushi M wW 

B) John Lennon M fg 

C) John Malkovitch # ' Mm 


Q) Which classic Christmas movie is m 

lampooned in Gremlins? g I 

A) It’s a Wonderful Life g / ^ ^ 

B) It’s a Reasonable Life m 

C.) It’s a Bleedin’ Bog’s Life g v 

Send your answers In to: M 

PARAGON PUBLISHING ^ 

PARAGON HOUSE, ST PETERS ROAO 
BOURNEMOUTH, OORSET BH1 2JS 

1. All entries must be received by 26 June. 2. Tbere is no cash alternative. 3. 

Editor’s decision is final and no correspondence will be entered into. 4. No employee of 

Paragon Publishing or any company with products on offer within this competition is eligible 

to enter. 5. Only one entiy per person. 6. By entering, competitors agree to be bound by the rules 

and requirements of the compettion. 7. You may be sent news about products and opportunities from 

related companies. If you do not wish to receive such information, please indicate as such on your competition entry. 
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WOLFENSTEIN 3D 


Ifs 3D carnage 
ail the way as 
id's classic first- 
person shooter 
gets a new GBA 
lease of life ... 



DEVELOPER STALKER 
PRICE; £29.99 

ORIGIN: OK 

RLAYERS: 1 


Qbtbtb 

■ FULL 3D 

■ SIX STAGES 

■ FOUR DIFFICULTY LEVELS 
I ■ SMOOTH SCROLLING 

■ OODLES OF BAD GUYS 

I RELEASE DATE: MAY 2002 






long time ago, on a console, far, far away 
there was a game called Doom. It led 
gamers into a 3D world of endless corridors 
populated with groaning alien monsters and went on 
to achieve world-wide fame as one of the most 
popular games ever. However, before Doom, there 
was another title, credited with being the first 'first 
person shoot-'em-up'. In this game the monsters were 
not alien, but human - or rather: Nazis. The corridors 
were more regular and the weapons more down-to- 
earth, but otherwise, the principle of the game was 
the same - explore the place, and obliterate 
everything in sight. And the game? Wolfenstein 3D. 
Now, if you're a PC gamer, then you'll probably be 
more familiar with this title than other gamers, as it 
spawned sequels, which PC-heads lapped up. The 
original though has tended to be overshadowed by its 
more alien-themed sibling Doom, which is why it's 
nice to see it revived on the good old GBA! 


A lot of attention is paid to the death throes of 
enemies - and plenty of ketchup all over! 



KNOCK OFF SOME NASTY NAZIS! 

It was Inevitable really, following the success of the 
GBA version of Doom that companies would search 
around for more 3D first-person shooters with which 
to satiate the growing army of GBA FPS fans. And it 
makes sense for it to be coming from Bam! too, as 
the company has already brought us a GBA FPS in the 
form of the excellent Ecks Vs Sever. 

So... Wolfenstein 3D has finally arrived! Now GBA 
owners the world over (except, presumably, Germany) 
can pull on their army boots, and prepare to wade 
though level after level of gothic architecture 
inhabited by the nastiest that the Nazis have to offer. 
The challenge is daunting... will you be up to it? 






















































SPRECHENZY DEUTSCH?: A vague grasp of German 
may be handy! This poster is a warning, and there's 
probably something nasty lurking round the corner... 


JEMISE BOX 

Your health level is indicated by a percentage 
total and also by a physical representation of 
your guy's face. As you take more damage, so 
his face becomes more bloodied, and once 
your percentage hits zero, blood fills the 
screen and it's game over, back to square 
one. You get a limited number of lives with 
which to try and tackle the castle, and « 




CHANGING ROOMS 


The Nazis have obviously had Laurence- 
Llewellyn-What's-His-Face in to take a look at 
their decor, because there's a nice variety of 
interior furnishings as you progress through 
the levels. You'll find anything from the 
standard grey or red brick to some very 
tasteful blue rooms and even some Roman- 
style pillars. Keep an eye out for the very 
tasteful Hitler stained-glass motif, and you'll 
be hard pushed not to be tempted to sit 
down and have a quick snack when you see 
the gorgeous dining table/chair combinations. 
Those Nazis obviously know what they like 
(besides invading other countries, that is). 


WARRIOR 


OR WIMP? 


LUHRT HRE FTIRDE DF. EDLDIERP 

How t-ough arc you? 

You can opt to play the game i 
on one of four difficulty 
levels, from the big girly- 
blouse gamer's 'Daddy, can 1 

F*Can 1 play, Oadchj? ^ 

play?', through 'Don't hurt 

L me' and 'Bring 'em on!' to 

Don't hurt mo. H 

Bring 'em <jn' ^ 

[ the somewhat psychotic ' 1 

1 am Death incarnate! 

am Death incarnate!' Upping 


the difficulty doesn't just give 
you less time to complete 


allotted tasks, as it does in 
some other games, it results 

K How are you? 

in far more adversaries on 
each level, and increases 

their speed, toughness and 

IB Can 1 play. Daddy? ^ 

Don't hurt mo. 

. aggression. The top difficulty 

H Brmg 'em on! flU 

[ setting is practically suicide 

m am Death mcarnate! 

for novices, and you'll need 

g 

to be one hell of a player to 


ever be able to beat it! 





»IF WOLFENSTEIN 30 HOPEO TO 
BEST OOOM, IT NEEOEO AN *EOGE’» 


iJSN it's easy to miss an enemy hid behind 
xJjr things in such detailed environments. 
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THE ENEMY 

YOU NAZI SCUM! 

Though obviously their movements 
are going to rely on the same bits of 
game code, their appearance is very 
detailed indeed, and you can easily 
distinguish between officers and 
unfortunate squaddies in a flash. 

Study them well, for these guys 
are the very people standing 
between you and the safety of the 
free world! The bad guys come in all 
kinds, all with one thing in common 
- they carry firearms and nurse a 
desire to 'oW you at the first 
opportunity! Depending on the 
difficulty level, they get faster, 
meaner and a lot tougher to kill. 
Even on the easier difficulty settings 
they're fairly quick on the draw, so 
make sure you get them before they 
get you! Only the good die young? 
Not in this game! 




Kdun 

\m II 


■‘CaNTINUING WITH THE INEVITABLE DOOM 
COMPARISONS - WHERE'S THE MULTIPLAYER?” 

The object of the game, then? 
Why, to single-handedly wipe 
out half the German army of course, collecting 
yourself a nice stash of looted treasures along 
the way. Like Doom, the control method is 
simple - move forwards, backwards and turn 
with the D-pad, strafe with the shoulder 
buttons, open doors with B and shoot with A. 
This method of control lends itself Incredibly 
well to this style of game - provided of course 
that you don't need to look up and down, and 
in this particular game you don't. 

INTO THE LABYRINTH 

The graphics too are well suited to the GBA, 
although the animation on the characters is 
basic to say the least, as it was in Doom. The 
gameplay itself is simple - move from room 
to room, blasting bad guys as and when you 
encounter them, finding keys to unlock new 
areas and just trying to stay In one piece. 

It's all very straightforward, and - if first- 
person shoot-'em-ups are your bag - then 
there are few faults. However, there are some. 
The level design is one. Because the amount 
of detail in many of the rooms isn't exactly 
varied, and levels themselves are fairly 




© You II need to remember features 
like this in order to find your way 
about some samey areas. 
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® WOLFENSTEIN 3D 


I KNOW A 
SECRET - 


As you explore, keep your eyes open, because there are various 
secret areas situated around each level. This seemingly innocuous 
alcove houses a sentry for instance, but once you've taken him 
out, if you press 'open' (the B button) on the wall decoration, it 
slides back to reveal a hidden room containing lots of health and 
a very handy machinegun! We'll take that, danke, mein Herr! 


‘ 'HURL 5 

A variety of detailed bad guys and 
nice level decoration, but it can 
get a bit 'same/ after a while... 

iJDID 

Grunts, groans and suitably 
warlike effects add to the overall 
atmosphere very effectively. 

FHi^in-EPLRV 

Controls work well - particularly 
with shoulder buttons for strafing. 
Too easy to get lost though. 

J?^15PRn 

Once you've played a level, it's 
doubtful that you'll want to again 
unless you're a real FPS fanatic. 

::r.,^[nHLtTV 

Not incredibly original, which is 
ironic, considering that the original 
version came out before Doom! 


OPINION 

BANG! "Nazi-bashing is a 
great justification for unrestrained 
violence, but it's not quite as 
much fun as Doom and gets 
beaten hands down by Ecks Vs 
Sever. If you've got those two and 
want another FPS, you could do 
far worse than this!" 

OARREN 

J RNALSTORE 


IF IT ARRIVED A YEAR AGO. 
IT WOULD HAVE BEEN FAR 
BETTER RECEIVED, AS IT IS 
IT’S A BIT OF AN ’ALSO BUY’. 


PAPERS, PLEASE: This pic is from the PC game 
Return To Castle Wolfenstein, which will also be out 
for the PlayStationZ and Xbox later on this year. 


EATMYIEAD 
AND DIE, FRnZ! 

The number of frames of animation for each 
character in the game isn't all that high - but then it 
wasn't in the original version of the game and it 
does the job smoothly enough considering the 
capabilities of the GBA's small screen. Of these 
frames though, a fair few have been dedicated to 
providing a nice gory death sequence, and so after 
a few shots you get to watch a tastefully manicured 
infantryman turn into a bloody pile of mush. Nice... 
if you like that sort of thing! The background moves 
in a fluid fashion as you move about, so you won't 
need any headache pills to play Wolfenstein 3D. 


labyrinthine, it's a little easy to find yourself 
getting lost. In Doom this wasn't so much of 
a problem, because the level designs 
seemed to have more thought put into 
them, but then as originally Doom came 
after Wolfenstein 3D, you'd expect that. 

And to continue with the inevitable Doom 
comparisons - where's the multiplayer 
capability ? Four-player link-up in the 
Activision title versus... no-player link-up in 
this game! How slack is that? It comes down 
to some basic facts - fact: Wolfenstein 3D 
originally came out before Doom, hence 
Doom had a few enhancements and 
basically played better. Fact: Doom is already 
available for the GBA, with all of its plusses 
AND a four-player link-up mode. 

Conclusion: If Wolfenstein 3D hoped to best 
Doom, it needed an 'edge', and as it is, it's 
basically just a faithful conversion. Not a bad 
game by any means, and maybe one for all 
the FPS fans out there who might feel like 
reminiscing about 'the good old days', but 
there's already better on the market - Bam! 
itself released a superior first-person shooter 
a while ago in the form of Ecks Vs Severl 

ROY 


^miTH n LIHH-UP^ 
linPHBILITV. IT CDULDP 
BEER R CnnTEnDER. BUT 
IT’S 5RDLM JUST PIPPED 
BP THE CDmPETITIDn. 




TTVE 


DOOM 

Same style of game, but just 
slightly beats 
Wolfenstein 
for gameplay, 
not as a 
result of 
cooler 

adversaries and better laid-out 
levels, but the multiplayer Link-Up. 


E=I«1 
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I vnij HnpiiJ: EER-mariHEVE rre the pet df 


Monkey sea-monkey do 


PUBLISHER: SWING 

OEUELOPER; ElO INTERACTIVE 
PRICE: £34.99 

ORIGIN; UK 

PLAYERS: 1 


■ 70 LEVELS 


I HIGHLY ADDICTIVE 
I CUTE MAIN CHARACTERS 
■ RECOGNISABLE ICONS 

RELEASE UATE: JUNE 2002 


Under the sea! How bloomin' wonderful life would 
be with the with the eternally cheerful Sea-Monkeys! 


genre is unique in the fact that 
^most of the titles that pop up on 
new machines are merely reworkings of classics of 
the past. Already the Game Boy Advance has seen 
the excellent Super Bust-A-Move as well as the 
return of the king of the genre, Tetris. Now how 
many gamers don't already own these games in at 
least one incarnation? Not many, I would wager. 

Yet recently things seem to be changing. 

Firstly the original and addictive Denki Blocks 
impressed everyone and even 
landed the coveted Game Of The 
Show at last year's ECTS and 
now Swing is set to get in the ring 
with The Amazing Virtual Sea- 
Monkeys, a new type of puzzle 
adventure which certainly borrows 
from some of the genre's greats but 
also adds its own original 
spin on It. Probably the 


SDtR 


GAME 


best comparison would be Amiga classic 
Lemmings where you had to guide a whole host 
of suicidal creatures around the screen - the 
main similarity is that you are dealing with central 
characters who appear to be intrinsically stupid, 
they just carry on their epic journey with little or 
no regard for their personal safety. A more 
modern comparison would be Empire's herding 
spectacular Sheep, which saw you having to 
round up the little fluffy creatures whilst avoiding 
the various dangers lurking. So the question 
remains, does The Amazing Virtual Sea-Monkeys 
have anything new to offer the genre or are you 
better off sticking to popping balls and re¬ 
arranging blocks? Well, chances are by now you've 
taken a peek at the ratings box and will know 
that The Amazing Virtual Sea-Monkeys Is 
definitely a game that should be on your 
shopping list and, if we can just stop playing it for 
a few moments, we'll tell you why! 






































CHnillE FDR miLLOnB DF ERBILV PLERBED HIDE. 


BLUE MEANIES: Darn, The-Bftattes got Ite yrfow 
one! In this a^^^iture we alUive4n a grefii sub 
^wn rathef Jules^ne-esq*^ k Nautila. 



Whilst most of the underwater kingdom 
seems to be against you as you go 
through the game, there are loads of 
different ways that you can deal with the 
dangers - by collecting the various useful 
power-ups along the way. These range 
from the obvious ideas such as speed ups 
to more innovative ideas - the best of 
these allows your submarine to act rather 
like a vacuum cleaner, sucking up the 
enemy and then placing him wherever 
you wish on the screen, far away from 
your Sea-Monkeys. You can also freeze 
enemies, or even freeze the Sea-Monkeys 
themselves, giving you more time to 
check out the rest of the screen to look 
for any other threatening critters! 






“LIKE ALL 
THE BEST 
IDEAS, IT IS A 
VERY SIMPLE 
ONE THAT 
KEEPS YOU 
CONSTANTLY 
COMING 
BACK FOR 
MORE” 


Absolutely Guaranteed to Grow! 


THE REAL THING 


Enter any toy shop in the country and you should be 
able to find the newest breeds of Sea-Monkeys which 
now come with exciting virtual worlds to keep them in, 
rather than the clear plastic bowl of old. Also the 
creatures now come with a guarantee which promises 
that they will live for at least two years - so I guess 
now even the most careless and uncaring of kids can 
raise an army of the little creatures. Speaking of armies, 
check out this brilliant old advert for another variation 
on the theme, Space-Monkeys, which the ad promises 
can be trained to do your dirty work. Rather 
disturbingly, in order to make these guys come to life, 
you need to add a drop of blood - so watch out for 
kids brandishing scissors with a mad glint in their eyes, 
they may be preparing to take over the world! 


AZING VIRTUAL 

MONKEYS 























ADVANCE 


l=l=i^il=tv 




■ ^ THE nmHginE ijirturl. EER-monHEVS 


© Lefs hope the Nautila sub 
get herself clam-ped... 


CUTE AS A BUTTON 

These are the characters that you are attempting to help then, The 
Amozing Virtual Sea-Monkeys. Whilst in the old days, this might 
not have been a very enticing proposition, these are the new 
animated versions of the old classics and all have their own little 
quirks and mannerisms rather than being faceless blobs. It is quite 
amusing to watch these hapless laughing goons swim 
unknowingly towards danger, but even the most heartless of 
gamers will feel a pang of guilt if they actually allow them to be 
attacked. Yes, I guess the moral is that Sea Monkeys have feelings 
too. And also produce endless marketing pottjbilities! 


No doubt you will 
remember Sea- 
Monkeys from your childhood - 
the pet that doesn't need taking 
care of, won't chew the rug and 
doesn't wee on the carpet. Of 
course they also turned out to be 
less than exciting too, in fact the 
best thing about the blighters 
seemed to be pouring them into 
the tank and watching them come 
'alive'. Obviously kids these days 
still fall for the charm of Sea- 
Monkeys but now they have been 
slightly updated, so now we are 
dealing with specific characters all 
with their own identities, rather 
than a tribe of faceless water-flea 
thingies. Obviously this makes the 
videogame more exciting and if 
you purchase the pixellated 
version of Sea-Monkeys you'll also 
get weeks more fun too! Now it 
would have been easy to make 
this a tedious eighth generation 
Tamagotchi clone but instead ELO 
has created a complete 
underwater kingdom in which you 
must protect the Sea-Monkeys 
and ensure that they all make it 
home safely. Like all the best 
ideas, it is a very simple one that 
keeps you coming back for more. 

Instead of taking complete 
control of The Amazing Virtual 
Sea-Monkeys, you are responsible 
for making sure that their path 
through the underwater kingdom 
is free from dangers as you take 
to the brine in your submarine. 
Early levels may remind you of 
Pac-Man as you clear all of the 
















fish out of the way - 
these levels may appear quite 
simple and make you think the 
game is going to be a 
disappointingly easy experience, 
but instead they are designed to 
ease you into the action gently 
before bringing out the big guns. 


FIGHTING TALK 

Soon after this, you'll be dodging 
octopuses (or octopi, or even 
more correctly octopides... look, 
just don't start, alright, brainy 
knickers?) as well as nastily 
aggressive eels and other 
predators. Luckily there are power- 
ups dotted around later levels but 
Sea-Monkeys is still an extremely 
challenging and tough puzzler 
likely to keep the most 
accomplished of players on their 
toes. Each level also includes an 
extremely tight time limit, piling on 
the pressure as your priceless pets 
meander closer to destruction. 

The graphics throughout are 
colourful and clear and the action 
is driven along nicely by the 
pulsingly upbeat soundtrack. You'll 
actually start to care about those 
critters and so when the Game 
Over screen appears with one of 
their little faces pouting at you, 
you'll have little choice but to try 
again. Puzzle fans should rejoice 
and anyone looking for the best 
and most addictive that the GBA 
has to offer should swim upstream 
to grab a copy of The Amazing 
Virtual Sea-Monkeys now! 

KENOALL 


"KIDS TODAY STILL 
FALL FOR THE CHARM 
OF SEA-MONKEYS, BUT 
NOW THEY HAVE BEEN 
SLIGHTLY UPDATED” 

KNOW YOUR 
ENEMY 

The underwater world is a 
hotbed of creatures that 
are ready to make a meal 
of our beloved Sea- 
Monkeys if given half a 
chance. The earliest levels in 
the game are populated mostly 
by docile fishies who can be cleared by your 
submarine pretty easily and without too much hassle. 
Unfortunately as you escalate through the game 
you'll realise how unthreatening these fellows were, 
as suddenly you are faced with huge Octopuses or 
crabs that come after our heroes. Also, watch out for 
creepy looking plants that suddenly come to life as 
the Sea-Monkeys pass and devour them. Nasty! 


No matter what their plural is, you'd 
better dodge these eight-armed eejits. 


DONT SNORT ’EM! 


■ Of course, being the Antichrist Superstar and all that, Marilyn 
Manson always seems to get the blame for every bad thing that 
happens. Sometimes though, there is no one better to tell a 
story about - especially on the subject of Sea-Monkeys... 

Manson allegedly hung out with Billy ‘Smashing Pumpkins' 
Corgan after a gig and persuaded Billy to snort some decidedly 
illegal looking powder. Whilst Corgan may have thought that he 
was getting a free sniff of something expensive, Manson had 
allegedly just - 

us all tLugh!^ __ 


VERDICT 



EUERMOHE BHDULD 
BPERD TimE mnnHEVinB 
RRDUnD miTH THIS - R 
PUaSLE ELRBBIE. 


® THE AMAZING VIRTUAL 
SEA MONKEYS 




i UIBURL5 


Crisp graphics match the cartoon 
style of the Sea-Monkey packaging 
brilliantly. A great looker! 


RL.JDID 

Though you might be panicking, 
the tunes keep you smiling with a 
mix of upbeat and rousing tunes. 


ERmEPLF'^M 


l<if^ 


LiFEEPnn 

With 70 stages to conquer, even 
the most proficient gamers are 
going to be here for a while. 


% 


□RiBinRLlTV 

Owes a lot to Lemmings & Sheep 
but the undenA/ater setting brings 
new puzzle challenges. 


Learning curve prepares you for 
next challenges and there's lots of 
variety, especially in later stages. 


ALTERNATIVE 


DENKI BLX3CKS 

One of the best GBA games there 
is a 

venerable 
but 

completely 
addictive ' 
puzzler 
guaranteed 
to give you some sleepless nights! 


OPINION 

SPLASH! "My real-life Sea- 
Monkeys went mouldy after I gave 
them beer. This game, though 
fantastically addictive, and great 
fun to play, frustrates me in only 
one area - I can't be nasty to the 
little blighters, because the aim is 
to keep 'em alive. Curses! 




AN ABSOLUTE BLAST - VERY 
ADDICTIVE GAMEPLAY TO 
KEEP US GLUED TO OUR 
GBAS FOR MONTHS! 
























ADVANCE 


□ RUI 5 CUP TEnniS 


BLoncD 

ESP 

■^^ERSUS^ 


0 _ 0 

POINTS I Gnsrnrirar 


Ubi Soft's Tennis 
Fault Or Love? 


DID 4 ^DU Hnniil: EIJER 4 ^ VERR. E 4 - TanS DF HEHT 


I The prison team were forced to 
' wear a ball and chain on court. 


"SIMPLE CONTROLS MEAN INSTINCTIVE PLAY, YOU 
NEVER HAVE TO THINK ABOUT WHAT TO PRESS” 


jimrTmTTftrtmfwrrmnr^rwTmfm 








PUBLISHER : UBI SOFT 
DEVELOPER: HOKUS POKUS 


EUROPE/USA 


PLAYERS; 


\Qstrtb 

■ ■ SUPPORTS UP TO 4 PLAYERS 


I SELECT FROM WORLD TEAMS 


I BATTERY BACK-UP 


I SAMPLED SPEECH 


■ CHOICE OF COURT SURFACES 

RELEASE DATE: 31 MAY 2002 


think about it, tennis games are 
perfect for a handheld system like 
the GBA. They offer simple, addictive gameplay and 
don't require hundreds of confusing objects to fly 
around the screen at any one time. In effect, they 
are simply Pong, with more rules. So why Is It that 
so many Tennis games fail? Over-complicating 
things is the usual culprit. Davis Cup Tennis goes 
the Virtua Tennis route of having just two buttons - 
'Lob' and er... 'Thwack'. Placing spin on the ball is 
carried out by dexterous use of the D-pad, and 
power can be obtained by holding the buttons 
down for certain lengths of time. These simple 
controls offer Instinctive play - you never have to 
really think about what you are pressing, and for a 
game that requires quick reflexes and on-the-spot 
planning, is an obvious plus. Unfortunately, this 
concept Is not flattered by the execution. 

First impressions are good - the presentation of 
the various menus and options are as slick as you 
would expect from a sports title, and carry a TV-like 
atmosphere all the way through. The modes of play 
on offer - Quick game, Davis Cup and Link game - 


while certainly few and obvious are comprehensive 
enough, and are accompanied by the obligatory 
cheesy lift muzak-lnspired swing beat. 

However, entering the game is a different matter 
entirely. Gone are the swish menus, to be replaced 
by tired-looking sprites that hobble around the 
court unconvincingly - the animation leaves a lot 
to be desired. The racquet-swinging motion misses 
the frames In between the starting position and the 
top of the swing, and the player's do not counter¬ 
balance their leg movements with their upper 
bodies. It gives a very unnatural look. However, the 
biggest problem is the ball. The lack of positions in 
the air means that one second is it being served, 
and the next It is behind you. This ruins the sense 
of scale of the court and ruins your sense of timing, 
making the game very unfair at times. 

Despite these problems, it is a fun game once 
you learn to live with its shortcomings. The one- 
player modes are hard enough to last a while, and 
the multiplayer will waste a couple of afternoons at 
least. Let's just see how Virtua Tennis turns out. 

GARY 


□AVIS CUP 

Expensive strawberries and cream 
I ^11 ^11 £9 and knotted hankies on heads... 




























































® DAVIS GUP 
TENNIS 


^iJFiL E 

Jerky animation and uninspiring 
use of colours, especially green, 
make this look rather shabby. 




Sampled speech is a nice but 
repetitive addition, but the music 
is merely annoying. 

nnmEFLRM 

Controls can be unresponsive at 
times, and the timing for hitting 
the ball seems wrong. 

^ ;- EEPRil 

3 difficulty options and a cup to 
play makes this a tough nut to 
crack for even hardened gamers. 

' T IriLlT V 

We-el, it's a tennis game isn't it? 
They've been around since the 
dawn of videogame time! 


TAKE ME TO THE SURFACE! 


Davis Cup Tennis lets you play on several different types of 
court surfaces; carpet, clay and grass. Each one causes the ball 
physics to be altered slightly (be it making the ball bounce 
higher, or making it spin slower) and some surfaces even have 
variants of themselves. 

'Quick game' or multiplayer lets you choose which courts 
to use, but in the Cup mode, it is pre-determined. 


k 

One thing you have to be careful of is the colours. Look at 
the screens on this page to see one of a green-clothed player 
playing on a grass court- quite hard to see away over there on 
the other side of the court. I'm sure you'll agree. Now imagine 
it on a tiny Game Boy Advance screen - eek! A thought 
though: if you are sneaky enough, you could actually use this 
graphical handicap to your advantage in multiplayer... Hal 


OPINIOIM 


OOUUUUTTT! "If this was 
a retro game, it'd have a regiment 
of rabid devotees, but there's a 
disappointing 'unfinished' feel 
right from the start. The timing 
quirks and wonky sen/e especially 
spoil the flow of what should be a 
great multiplayer game as well." 

MATT 


A FAIR ATTEMPT, BUT LACKS 
ANY FEATURES THAT MAKE 
IT STAND OUT FROM THE 
WIMBLEDON CROWD. 


ALTERNATIVE 

MARIO TENNIS 

Tennis games don't get much 
better than this 
GBC title - 
Mario leads the 
pack once 
again! We gave 
it a whopping 
95% in TA issue 
15. Game, set and match to Mario. 
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I Damn lazy ballboys won't move, 

^ even if you repeatedly hit the net. 


ARE YOU 
Bj^G SEFIVEO^ 

Serving in Dov/s Cup ; - r- r* , y 

Tennis is the same . , | 

as almost every i , \ ^ 

other tennis game { ^ I 

out there. Pressing _ [ _ \ \ - 

the A button once 1 

will bring up a I j \ 

gauge that rapidly ^ ^ 

fills and un-fills, -._ . . 

which imitates the power your sen/e will have. 

Press A again and your player leans back, and 
BAM! The ball flies away. 

If you want to trick your opponent and spoon the 
ball to the middle of the court slowly, you can use 
the D pad in conjunction with the power bar. (Press 
A rapidly so the bar doesn't fill up, and hold down 
the direction of the centre of the court on the pad). 
You can also put 'top' onto the ball by pressing up 
or down on the pad. Goes to show that you don't 
need hundreds of buttons or press combinations to 
provide a good, flexible control system 


PLAYER MANAGER 

If you select 'Davis Cup' from the main menu, you get to 
take part in the Davis Cup. (Well, duh!) In addition to 
fighting your way through a set of countries throughout the 
tournament (displayed at the beginning of every match) 
and saving your game after every match, you also get to do 
a couple of other things, namely choosing your team 
captains name and managing your team. This aspect, while 
limited (to say the least - you get to fiddle around with the 
team line-up and that's about it) is a nice addition all the 
same. You really start to get attached to who you consider 
to be your favourite player - even though they may not 
necessarily have the best stats. 


Enter Captain Name 


Manage Team 


0 €> 
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CM power grooves onto the Came Boy Color with the 
shopaholic Diva Starz - but are they really just mallr€its? 

DIVA STARZ: 

1 MALL MANIA 




. @ inFDRmRTinn 


U UEND UNIVERSAL 


)lETnTB 


STARS THE POPULAR INTERACTIVE 


SIX MINI-GAMES 


FOUR OIFFICULTY LEVELS 


IN THE WORLD of dolls, it seems you're no-one these days if you 
haven't had a handheld game fashioned in honour of your plastic 
prowess. Barbie's done it, Action Man's done it - and now, the 
minature psychedelic babes currently shuffling around the 
carpets in thousands of living rooms are about to make their 
Game Boy debut. Yes, the Diva Starz have arrived, and they feel 
like dancing the night away. 

Designed with the very youngest of gamers in mind - those 
just old enough to walk and talk. In fact - the game requires 
players to complete a sum total of six mini-games, four times 
over, at different levels of difficulty. There's nothing more to it 
than that - just six little games, a few button presses, and the 
closing credits. Surely, the tots are more demanding? 

Following along the same lines as Rugrats: Totally Angelica, 
Mall Mania places its fashion-conscious stars in a shopping 
centre, where they must flit about collecting assorted items of 
clothing and accessories to prepare for a fashion show. They 
arrive at the mall via a not-very-high-octane scooter ride, during 
which they must collect certain items jumping gently in the air. 
After that, they earn their diva-licious outfit by throwing things 




























IHEnABFOUR 

Diva Starz reside in the mighty Mattel toy mansion, and are 
big favourites with girlies ail over. These 'funk-a-detirf babes 
interact with each other, and will react to such apparently 
exciting stimuli as cool fashions and hip accessories. 

In Mall Mania, kids can play as each of the four 
characters, and whoever is chosen first will offer the easiest 
game. Disappointingly, there are no peculiarities to playing 
with a particular character - the mini-games remain the 
same for each -though fans of the funky four will no doubt 
enjoy the chance to select accessories and outfits for each of 
the girls, and at the end of proceedings, the/ll all parade 
down the catwalk, complete with their retrieved pets! 


ne ’Re 


Conform to our consumerist 


lifestyle, impressionable kids! 


1I ^ I ^ 


WIN A GBA AND COPIES OF DIVA STARZ! 

AS THE SUMMER holidays draw nearer, it's time to start planning for those lazy days on the 
beach, with your bucket and spade and - of course - a Game Boy Advance, perfect for passing 
the time during those lazy days in the sunshine. And just to give you the chance to save your 
hard-earned cash for more important things like ice-cream, the lovely people at Vivendi Universal 
are giving you the chance to win a Came Boy Advance - and ten runners-up will each receive a 
copy of Diva Starz: Mall Mania\ To be in with a 
chance of winning, just answer this easy question: 


Q. HOW MANY STARS ARE THERE IN TOP 
GIRLIE GROUP OESTINY’S CHILO? . 

A. NONE . # 

B. HUE ^ ^ 

C. TWO W 

0. TWENTY-SEUEN 

When you think you know the answer, scribble 
it down on a postcard or stuck down envelope 
and send it to: ^^4 

I’M A OlUA, TOTAL AOUANCE ^ 

PARAGON PUBLISHING 
PARAGON HOUSE 

ST PETERS ROAO ^ 

BOURNEMOUTH, OORSET BH1 2JS ^ 

1. All entries must be received by 25th June 2002. 2. There is no cash alternative. 3. Editor's decision is final and no correspondence will be entered into. 
4. No employee of Paragon Publishing or any company associated with products on offer within this competition is eligible to enter. 5. Only one entry per 
person. 6. By entering, competitors agree to be bound by the rules and requirements of the competition. 7. You may be sent news about products and 
opportunities from related companies. If you do not wish to receive such information, please indicate as such on your competition entry. 


into bags, dancing to a beat (see also 'hitting buttons on the Game 
Boy when prompted'), chasing a dog around a maze, moving an ice¬ 
cream sundae and dressing up a doll - who takes a random dislike 
to certain outfits. Honestly, some women... 

These six tasks are completed with all four dolls, and grow 
progressively harder - though when we say hard, we do mean hard 
for a three to five year-old. They can also be accessed for practice 
purposes In Free Play mode, should you, for some unimaginable 
reason, need to do so. 

Accepting that Mall Mania is aimed at the youngest people In the 
Game Boy market, it is nonetheless a somewhat meagre effort. Totally 
Angelica, at least, offered a reasonable range of games, and a little 
lastability - even the smallest of kids will be disappointed here, as 
there's so little to it. Fine, the games are simplistic to give little people a 
chance to learn and play, but to offer so small a choice is just criminal. 

Bright, colourful and designed just perfectly to fulfil the fashion- 
fuelled fantasies of its young girlie audience. Mall Mania should be a 
success, but you may find that your own little divas start 
throwing star-worthy tantrums when what fun there is runs 
out far too soon! 
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and inform 


1 32 pages 
packed full of 
GameCube 
goodness! 


OUR AMAZING GIVEAWAY! 1QO% 

- UNOmCIAL 


WIN! A GAMECUBE 


THE WORLD’S BIBGEST NINTENDO GAMECUBE MAGAZINE N0.6 


ai 

GameCube’s 
latest games! 


bFtbIHL ^ 




Everything you need tQ know about^l 
Nintendo'^.greatest console! * 


Tbe GameCube 
exposed 


RZERO 

smm ifajom tng bad 
and H’s nen fastv 


• Exclusiue 
interuiews 




In-deptb news 
and features 


BIOHAZARD 

{ Buwov The fuH huiiui 
tkfinally revealed! 


Massive solutions 
to the best games 




MASSIVE UK LAUNCH GUIUE 
STAR WARS: ROGUE LEADER 
MARIO SUNSHINE iSS2 • LUIGI’S MANSION ^ 
WAVERACE: DLUE STORM • SUPER MONKEY DALI ^ 
BIOHAZARD • NHL HITZ • NBA STREET 
SEGA SOCCER SLAM • DRIVEN 
mm SUPER SMASH BROTHERS MELEE PLAYERS’ GUIDE 

Note: Cover and content in Cube magazine are subject to change 
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tTaT? 


You say one thing, we say 
another. That’s how it works... 

when will GTA3 be released? Is there a 
Zelda Advance game in development? 
When will a brand new Mario title 
appear? Nobody anywhere knows yet, 
but you, dear readers, do keep asking... 


The sender of the Star Letter each issue wins an XploderGBA 


^ UNK TO US! 

There are tons of ways to get your 
message to us. Come on, tell us 
what's on your mind. 


SNAI 

Link Up, 


SNAIL MAIL 


Total Advance Magazine, 
Paragon Publishing, 

Paragon House, St. Peter's Road, 
Bournemouth, Dorset BHl 2JS. 

If you think we've got time to even consider 
entering into personal correspondence, you're 
utterly and irretrievably insane. 


^^=1 Get your opinion across 
j- L V . vn- . Wi f jQ quicker at 

jem@paragon.co.uk, making sure 
to mark each missive 'Link-Up' if 
you don't want it to be trashed. 


SDUl 

LETTER 
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comes out!). But then, if you want to keep 
up-to-date, perhaps you should settle for 
Wolfenstein - check out our review on 
page 44! Personally, though, we're still 
waiting for Hexen to be announced - you 
could fly in that one! 

YEAH, ER, WELL... 
SORRY. 

IN ISSUE 26 you said that there had never 
been a Zelda game that let you play as 
anyone other than Link. In fact, in 1992, there 
was deal between Nintendo and Philips that 
let Philips create Zelda games for their CD-i 
console. Okay, the three games were total 
rubbish. But the second and third games 
(Wand of Gamelon and Zelda's Adventure) 
handed the lead role over to the Princess 
because Link had been taken prisoner. I came 
back to the magazine after missing a few and 
I love the new look - there are loads of 
reviews and humour: Long live Total Advance! 
MICHAEL WARD, LINCOLN. 

TA: Dear Michael, 

You're right No one has ever been righter, 
and we prostrate ourselves before you in 
apology. But then, we could hardly even 
remember the Philips CD-I, let alone any 
of the games. As it happens, at least one of 
the titles - Wand of Gamelon, ivas 
apparently very good, with a side-scrolling 
adventure style that made it more like an 
old Codemasters adventure. But Zelda's 
Adventure had some awful live action bits 
starring desperate actors wrapped in 
curtains. Perhaps it's better to forget .. 

RIP-OFF OR WHAT? 

IJUSTTHOUBHTi'd email you after reading 
your Issue 26, which I thought was a really 
good edition. What puzzles me on the game 
reviews though is how most of the retail 
prices of the games say £29.99, ie Sonic, Jedi 
Battles, but all these games retail for £34.99 
in all game shops, including High Street 
stores. What frustrated me was the deal I 
came across at a certain High Street store the 
other week. Bearing in mind I'd already 
purchased Jedi Battles & Golden Sun, I then 
went into this 'unnamed' shop and saw that 
they had a deal on where if you purchased 
two games you got another free - but I had 
already purchased my games before this offer 


Denizens of Zelda's world are shocked at Link's 
transvestite tendencies? Well, almost! 


came on. Obviously shops negotiate deals 
with the game distributors for offers, but this 
makes you really angry when you think the 
profit margins must be good to do offers like 
this - wouldn't it be much simpler for all 
games to be around £20, rather than have 
these offers on from time to time. 

On a different matter - Golden Sun is the 
only game to have kept my attention from the 
time 4 weeks ago when I bought it. This game 
is awesome - when will a follow-up be out? 
STEVE FINNEY, VIA EMAIL 


TA; Dear Steve, 

Prices we print are those that the software 
companies themselves have told us - CBA 
games were originally set at £34.99 when 
the console was first released, but games 
officially came down by five pounds quite a 
few months back. Perhaps someone forgot 
to tell the shops in question! The price of 
CBA titles makes them pretty hard to 
review, too! It's difficult to be kind to a 
perfectly likeable game when the asking 
price is three brown notes. The only advice 
we can give is shop around - there are 
plenty of offers to be had on the Internet. 
The Net is bristling with gossip on Golden 
Sun 2. No official news from Nintendo UK 
yet, but the sequel is expected in US stores 
by Christmas. More official info? We dug 
this up: "The sequel to Golden Sun for CBA 
will cover a story previous and forecoming 
to that of the current saga. It will start with 
the background of Jenna and Felix's 
childhood, and their association with the 
hero (Isaac once again) and his friend 
Caret This time frame is not playable. It 
will then skip one year into the future of 
the end of the previous adventure. The 6 
(Isaac, Caret, Ivan, Mia, Jenna & Felix) are 
starting on a new adventure for Kraden. It 
involves the beginnings of Alchemy and 
'Lemuri'" Cood enough for you? 


THE RULE OF THREE 


I THINK YOUR mag is brilliant. The way you 
write reviews is so excellent. I was wondering 
if you would write a review about GTA3 on 
GBA and if you are, when? 

I have heard rumours that Silent,Hill could 
be coming out on the GBA and if it is when is 
it coming? And could you write a review 
about it soon please? 

I own a GBA but I don't own any games. I 
am quite interested in first-person shoot-'em- 
up games such as Backtrack, Ecks Vs Sever 
and Doom but they all sound great by the 
way you wrote the reviews about them, so I 
was wondering if I could have your opinion 
on which one I should get first? 

MICHAEL HOWARD, HORNCHURCH 


TA; Dear Michael, 

Yeah. We get a lot of that. But as for 
GTA3... well, we'll write a review when it's 
released later in the year. But, er, they're 
still making the game at the moment, son, 
and not even a single screenshot has yet 
leaked out. When more does appear, 
though. Total Advance will be the very first 
to know, just before you! 

Silent Hill was released as a choose-your- 
own-adventure style graphic adventure in 
Japan, but as yet Konami have made no 
announcements about either translating the 
existing game (it's seen as a strange genre 
for USA & the UK) or bringing out a brand 
new title. Still, the CBA's got many years to 
go, so a hot title like Silent Hill is bound to 
surface eventually. 

Ooh, tricky one this, as each game has 
it's own selling point. BackTrack is a sci-fi 
game, and was the first shoot-'em-up 
released for the CBA, Doom is the all- 
conquering most famous shoot-'em-up and 
Ecks Vs. Sever is probably the most original 
shoot-'em-up (which will no doubt be very 
popular again when the movie finally 
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Your SMS mumblings with all the offensive and stupid bits cut out... 


1 . 

Tfl: 

2 . 

Tfl: 

3. 

4. 

Tfl: 

5. 


fleV Tfl, HOW R U ALL? I THIflK GBfl IS THT BEST! fllV FflUE 

GfliflES R sonic, mflRio nno crash bradicoot. what 

R URS? 

fllRRIO RRRT, mflRio RDUflnCE 2, SOfllC RflO BRORER SWORD 
ARE BEIflG PLAYED AT THE mOfllEnT, SIR! 

FROm KATIE HEATH: WILL THERE B A LEWmiAGS GAWE 
on THE 6BA OR SHOULD 1 TRY+FIAD THE GBC UERSIOA 
CHEAP SOmEWHERE? 

no nEws VET, but wonms will be here soon! nno what 
ABOUT THE AWAZinG SEA monKEVS WHAT WHAT? 

DEAR TA, I nEED TO KROW: AFTER DEFEATinG THE FUSIOn 
DRAGon in GOLDEn sun nno raised the LEmuRinn ship add 
I WAS HORRIFIED TO SEE THE CREDITS COWE ROLLinG ALOnG! 

HI I nm A PROUD nEW ownER of a gba do you THinn there 
WILL BE nnOTHER SOniC GAWE ADD DO U REALLY TEKKEn 4 
COULD COmE OUT On GBfl 

YES nno no. sonic will DEFiniTELV RETunn, nno so will 
TEKKEn. BUT AS FOR TEKKER 4, IT DEPERDS OR WHICH 
UERSIOn YOU WART: WILL WE REACH TEKKEn RDUHRCE 4? 

GAWE BOV ADUnnCE WV ARSE ITS ROT UERV ADUARCED IS IT? 
ALL THESE GHWES CAWE OUT LIKE 50 YEARS AGO. SV R 


Tfl: 

6 . 

7. 

Tfl: 

8 . 

Tfl: 

9. 
Tfl: 

10 . 


OH YES, WE REmEWBER PLAVinC EARTHWORW Jim On THE 
OLD WinD-UP GRHmOPHOnE. YOU'RE nOT TOO WROnG, THO. 

I JUST EKCHAnCED mV DREAmCAST ADD niRE GflmES FOR A 
GBfl HAHAHA! 6URF, WEVmOUTH 

HIVfl GIUE URSELF A PAT On THE BACK UR mflG ISRT CRAP ITS 
GOOD! I WART A JOB WITH U DO U WART 2 TAKE WE On? OH 

nno IS DER nnv niCE sirgle girls who work for you?? 
STE19STHELEnS 

THAnKS, DEPERDS HOW CHEAP YOU ARE ADD nO. nO, nO, nO. 

YO VO Tfl! im 15 ADD HflUE BEER PLAYin ninTEROO GAWES 
SCinCE I WAS 6. FOR OUR 10 YEAR flniUERSARV I WARA SEE A 
ZELDA GBfl. (PS WHAT HAPPERED TO CflPTflin n?) 

SOnEOnE PULLED THE PLUG. 

HI Tfl, nnv REWS OF THE CLASSIC DOnKEV Konc COUnTRV 
TRILOGY GETTinG RELEASED On THE GBfl? 

HOPE nOT. THEY WERE FAnTflSTIC, BUT WE WART BRAnO REW 
GAmES THAnK YOU! 

I JUST LUU UR mflG IT'S THE 1ST TimE lUE BOUGHT IT 6 im 
HOOKED I ALREADY HflUE A GBfl BUT I REED An ORflnGE 1 
mflVBE U COULD GET 1 6 HflU A COmP. Jim FROm CREWE 


J~:J 


share all your Came Boy related thoughts, dreams and prejudices live with fans around the 
world on the TCN forum at www.totalgames.net/forum/! It's the only way to be the first to 
learn all the latest CBA news, and get your opinion across at the touch of a button! 


AUTHOR TOPIC: GOLDEN SUN: THE HELP ONE ANOTHER POST 


Trunks 



Trunks 


Well it was just a thought to use a dedicated post for all us Colden Sun players out there, as I'm stuck for the second time 
now, and I'm sure others are too, so lets help each other. 

Basically, I'm on a ship as a body guard waiting to go to Toibi, I've found the anchor charm and we are all ready to set sail but 
I have to find the ores men or persuade the passengers to row or something. I'm not sure. I'm stuck... anyone know how to 
get the ship moving?? 

Go to Kalay and go into the inn and talk to a few people. When you leave the tour group will head to the docks (I guess 
you've done that bit). Now go to Kalay docks and get on the ship. Now go to the left side of the deck and you will see some 
people, they will talk and decide to set sail but a guy steals the captains anchor charm - as you know its on the top of the 
mast. Go into the room at the front of the ship and talk to everyone In there, the two guys who are entering Colosso will get 
angry and go see the Captain. Go into the captions room and watch cutscene, ofer yourselves as bodyguards. You now need 
to go back to the room at the front of ship and downstairs to the oarsmen. Talk to everyone there and you will (I hope) set 
sail. I hope this will help (it's been a while since I played the game). 

^^Thanks buddy, those stairs weren't the easiest set of steps to see. lol. I'm in Toibi now and doing great, cheers again! 

haven't played it recently Trunks cause College work is stressing me out!!! Ur way ahead of me so I can't help ya dude. I'm 
gonna start playin it again on Friday though....! can't wait! 
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READER REVIEW 

Steal our jobs would you? Well, maybe you could, if you're 
good enough! Send reviews of RECENT games to the usual 
address. This month's we've got the worryingly nicknamed 
r.raham The Bone Child' Langslowe, from Morden, Surrey. 


BROKEN SWORD: 

SHAOOW OF THE TEMPLARS. 



have played previous instalments of the 
game (which appeared on the 
PlayStation and on the PC) you'll soon 
realise that other than voiceovers the 
only difference is the control system. 

Unfortunately, even though this is a 
top quality game, the difficulty curve has 
dramatically taken a downward spiral as 
a result of this minor alteration, 
meaning that due to the new interface 
the game has perhaps become too easy. 
In this new version ail of the objects 
highlight, which leaves nothing that 
requires deeper thought or even further 
investigation; hardcore gamers are 
definitely left without much of a 
challenge but on the other-hand it is 
fairly innovative allowing newer point 
and click adventurers with an easy to 
get to grips with interface. Other than 
this minor point, the game comes across 
like a breath of fresh air - especially 
when you stop to think how many 
platformers and kart racers have flooded 
the system since it was first released. 
This is definitely a special game and 
worthy of accolade for the reader mthw 
graphics alone. 


FULL OF INTRIGUE and historical 

. context, raging with biblical narrative 
) and styled with an initial milieu that 
symbolises all that Paris is recognised 
for; George Stobbard's intense 
adventure through Europe is full of 
suspense, technological suave and wide 
^ appeal. At first glance veterans of the 
'I series will notice just how much 
I effort has been made Into making 
the transition between previous 
home systems and the GBA as 
smooth as possible, with the 
graphics themselves being a 
spectacle of what the little 
console can handle. 

The scripted events, on- 
screen characters and all the 
vibrant environments all make 
a welcome appearance, being 
represented (albeit on a smaller 
scale) with class and bags of 
character. The intense narrative has 
also been carried across successfully 
J making this an original if somewhat 
adult-orientated game with the 
dialogue even making as much impact 
without the aid of voiceovers. If you 


Ireland is among the many European 
destinations you have to visit. 


TA issue 28 has a complete guide 
to Broken Sword - turn to p95! 




















ISSUH 29 
23.05.02-20.06.02 


Many more titles available...CALL MOWl 




_ jeetO.....£7.99pREWHEDPR»CE 

Circuit «••• £l9.99pw««DPm 

eball • ••• £.14-»99pRt-0WHED PRICE 
. -.,yman..«£.16.99pRE-wNED PRICE 
fSeody Id l^i^ie Boxirig 2 •••• £.1 G.99 pre-owned price 

Pinaf i-lg^t....£l5.99pii«)w MED PMCE 

la Road to •••••• £9.99pREO»f»IED PRICE 

.. ievania....£l 7 .QQpRtowHEo price 

-- Jf SoCCet....£21.99pRE£)lirHED PRICE 
tam Soccer •••• £l4^99pRE-0miED PRICE 


Intii^tiofiaf 

David 


PRICES CORRECT AT THE TIME OF GOING TO PRESS. PRICES SHOWN APPLY TO MAIL 
ORDER SHOPPING ONLY. ALU<OFF£RSJIRE SUBJECT TO AVAILABILITY WHILE STOCKS 
LAST.-CASH AND TRADE Pf^ES ARE.sOfeJECTJO INSPECTION OF THE GAMES AND 
WICL BE DETERMINED BY epNimKtt OF GiAMg;.80X AND INSTRUCTIONS. THESE 
OFFERS MAY BE WITHllRA|yj< WlrflOliT NOTICE. ALL PRICES INCLUDE VAT 

* '*'P#OF OF POSTAGE IS NOT PROOF OF 

- SECElPTj- THIS tlFFefl EXCLUDES ALL 
OtNER OFFERS AND 
PROMOTIONS. 


TO SHOP AT GAMESTATION... 

WHEN ORDERING PLEASE QUOTE REF NO: TA 29 

©Liaeteoo 

CALL FOR YOUR NEAREST STORE: 0870 112 1111 
OR IF YOU WOULD PREFER TO ORDER BY POST PLEASE MAKE YOUR 

cheque/postal order payable TO: samestation' and post it to. 
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£ 9.99 

PRE-OWNED PRICE 


WHY NOT SEND FOR OUR LATEST CATALOGUE? 


OPENING HOURS 

MONDAY - FRIDAY: 9:00am-8:00pm 
SATURDAY: 9:00am-5:00pm 
CUSTOMER SERVICE NO: 0870 876 1444 


Hl:^ E 7*^. 

IN-HOUSE DESIGNER MICHELLE M^^DONOGH i. 


Creating Games 



• First person shooter. 

• Full 3D smooth scrolling. .lhs' 

• Digitized stereo sound effects. 

• Multi-player (4) mode with Link cable. 

• In-game adjustments for screen brightness. 

• One player Death Match against three robots. 

• In-game adjustments for player rotation speed. 

• EEPROM back-up to save two separate games. 

• FMV (full motion video) introduction. 

• Smoke and transparency effects. 

• Too many adversaries to count. 

• Twelve levels to infiltrate. 

• Nine unique weapons. • In-game speech. 



lace 
iller ami 
emme*c25.00 




iJd.' 

Official 

Keyboard £7.50 


omciail Vimwal 
Memory Caircl 
only At.or 



Atari Jaguar 

New Boxed Set With FREE Game 


IIT NOT INCLUDED 


£24.99 poQ qq 

.^nart Vprsinn tfcSfMwSf 




Scart Version 

Including Scart Lead 


Atari Lynxn 

Now With 2 FREE Games. 16 Bit Console RF Boxed Unit 


Dozens More Eames For 
Both Systems From Only £9.99 



^ ^ ^PlayStation 


TELEGAMES 


X-CELLENT OFFER 
An XBox Console Plus 
X-tra Controller 
Plus ANY Game 
For Only £249^^ 


Buy Any 
2 Products For 

Only £40.00 



IMf UMidl 


GB Advance ‘Back Track’ rrp. £34.99 
GB Color ‘Rhino Rumble’ rrp. £24.99 
GB Color ‘Yars’ Revenge’ rrp. £19.99 
GB Color ‘Shamus’ rrp. £19.99 

GB Color ‘Towers’ rrp. £24.99 

PlayStation ‘Iron Soldier 3’ rrp. £29.99 



Fantastic PS2 OFFERS 
PS2 + 2 Games or 
PS2 + Metal Gear Solid 2 or 
PS2 + Ridge Racer 5 + Dual Shock Controller 

Any one for £230.00 


GameBov 

Printer Paper WHEEL+PEDALS Si 

^ ^ I" A With Rumble Force Action In 

t I 3 ■ U U For 6 Rolls M l| A A A 

GameBoy Printers Now In Stock Only b I SriSSrSF 



iDreamcastl 

Choose 2 

Droamcast 

Bamofpw 

OdrltU.UU'' 

NBA Showtime 
Fur Fighters 
IVm - ^P » od Dewl s- 
>1 World Grand Prix 
World Wide Soccer 
Revolt 

Chu Chu Rocket 
Soul Fighter 
Virtue Fighter STB 
Slave Zero 
Toy Story 2 
Buzz Lightyear 
Super Runabout 

* Choose From Above List 
Please Provide Choice Of 4 


SPECIAL OFFER: GameBoy Pocket and Color Car Adapters Only £2.00 

✓ " ' V Personal callers welcome at our shop at Kilby Bridge. Order Processing. Post & Insurance - extra charge. Order with confidence 

( TEL£G/iMES ) largest stockists in Europe. Send SAE for game lists. (State system(s) required). Kilby Bridge, Wigston, Leicester LE18 

^^ 3TE OPEN: Mon - Sat 9am - 6pm Sunday 10am ■ 1 pm Tel (0116) 288 0445 Fax (0116) 281 3437 - Email sales@telegames.co.uk 

FULL LIST/OFFERS ON OUR WEB SITE: WWW.TELEGAMES.CO.UK 

ALL THE NEW GAMES IN STOCK FOR JAGUAR AND LYNX • TELEGAMES HAVE OVER 20 YEARS EXPERIENCE SUPPLYING GAMES AND CONSOLES FOR ALL 
SYSTEMS • INCLUDING • ATARI 2600, 7800, XE/XL GAMES, GAME GEAR, SATURN, MEGADRIVE, MASTER SYSTEM, SUPER NINTENDO, VIRTUALBOY, GAMEBOY, 
LYNX, 32X, PC ENGINE ■ (GT HANDHELD BACK IN STOCK), COLECOVISION, JAGUAR, INTELLIVISION, NINTENDO 8 BIT, PLAYSTATION 1 AND 2, 3D0, MEGA CD ... 




or Bu' 


Ex Display 
ANY Neo Geo Game 



ly i 

At Normal Price 

(or Purchaso the Conoolo Offer Above) 

And Set Any One Of The Following Samee 
At The very Limited Offer Prices ; 

Alphm Mlttlon Z *4^t^ei5.00 Rifling Hmro £18.00 

Super Spy «^ » . vr£f0.00 

MAM 19TB «MMrC20.00 

Blu 0 ’» Journny £28.00 

Magician Lord mtm-ZZO.OO 

ija Combat *44M9-ei8.qq 


Ohoat Pilot 


MMr€1B.OO 
World Haroaa 2 Jot €20.00 

Karnov’a Ravanga €15.00 

Spin Maatar - «« *» . *» £20.00 


X4ffar€18.00 Androa Dunoa 


€18.00 


Or Buy Any 2 Games Listed For Only £100 



PC Engine GT 

N«w Box«cS 8y«t«m 

£250.00 


___ _ onsole 

with 2 o«m*« only 

£85.00 

N«w System 


PSone Console 
With 2 Games £89.99 

In Stock Now 


Games And _ 

Accessories 
In Stock £Call 
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series, Castlevania Circle of the 
Moon features numerous items to 
refill your life, magic, and hearts as 
well as items that will cure any 
status ailments that you have. 
UNLOCK FIGHTER MODE 
To enable Fighter Mode, Beat the 
game twice (The second time in 
Magician Mode.) Your stats will be 
higher then usual, but there will 
not be any DSS cards to collect. 


CHU CHU ROCKET 


Not surprisingly, there are plenty of 
extra modes hidden away in SEGA's 
top-notch puzzle game. Here's how 
to access them - unfortunately, 
these aren't cheats, you have to get 
pretty good at the game to unlock 
everything! 

UNLOCK HARD MODE PUZZLES 

To unlock the Hard mode puzzles 
in the single-player Puzzle mode, 
you'll need to complete all the 
Normal mode puzzles. 

UNLOCK SPECIAL MODE PUZZLES 
To unlock the Special mode puzzles 
in the single-player Puzzle mode, 
you'll need to complete all the 
Hard mode puzzles. 

UNLOCK MANIA MODE PUZZLES 
To unlock the Mania mode puzzles 
in the single-player Puzzle mode, 
you'll need to complete all the 
Special mode puzzles. 


DARK ARENA 


ENABLE CHEAT MODE 

To enable Cheat Mode, enter this 
as a password NRYRDDS. Then 
enter one of the cheats from the 
list below to unlock the 
corresponding function. 

ALL GOD MODE 

AMMO Unlimited ammunition 

HEALTH Unlimited health 

KEYS All keys 

MAPS All maps 

SKIP Level skip 

SFX Sound effects test 


DEXTER'S LAB 
DEESASTER STRIKES! 


Here's an easy one to help you get 
your older sister back together 
simply press pause while playing 
the game, and tap in these codes 
with the Left and Right buttons! 
LLRR RRRR LLRR LLLR 
LOW GRAVITY 
LRRR RRRL RLLR RLLL 
REVERSED CONTROLS 
LLRR RRLR RRLL LLLL 
STRONG ENEMIES 
LRRR RRLL LLRR RRLL 


ADVANCE WARS 


LEVEL SELECT 

Enter "NQRDGTPB" as a password. 


ATLANTIS THE LOST EMPIRE 


LEVEL PASSWORDS 

Level 2 BMQDNPJS 
Level 3 BRZSGZDY 
Level 4 BVMJFYLG 
Level 5 B7JHPMHC 
Level 6 C6XQLVNF 
End COCNQQIY 


BACKTRACK 


AaiVATE ALL WEAPONS 

To activate all weapons, you first 
have to get to the Build Secret Base 
on the Dark Side of the Moon 
menu. To do this, press SELECT, 
then enter L, RIGHT, B, L, R, LEFT. 
Once you've access, press A to get 
password screen. Then type "weap". 
AUTO AMMO 

To instantly refill all of your ammo, 
you first have to get to the Build 
Secret Base on the Dark Side of 
the Moon menu. To do this, press 
SELECT, then enter L, RIGHT, B, L, 

R, LEFT. Once you've got access, 
press A to get the password 
screen. Then enter "ammo." 
INVINCIBILITY 

To become invincible, you first 
have to get to the Build Secret 
Base on the Dark Side of the 
Moon menu. To do this, press 
SELEa, then enter L, RIGHT, B, L, 

R, LEFT. Once you've got access, 
press A to get the password 
screen. Then type "god" to activate 
invincibility. 


BOMBERMAN TOURNAMENT 


MULTIPLE POWER UPS 

At the beginning In multiplayer 
mode when you choose HI 
POWER arena you start out with 
bombs that blow up from one side 


of the arena to the other, which is 
the same as the gold flame 
power-up. You will also be able to 
lay multiple bombs at one time 
and to top things off you even 
start with bomb kick. 


BOXING FEVER 


It's perfectly possible, of course, 
that a beat-'em-up with a 
password system is the daftest 
idea on record. But still, at least it 
allows you to cheat like hell! Enter 
these codes to side-skip all need 
for playing the game. 

90HG6738 

AMATEUR SERIES BEATEN 

H7649DH5 

TOP CONTENDER SERIES BEATEN 

2GG48HD9 

PRO AM SERIES BEATEN 

8G3D97B7 

PROFESSIONAL SERIES BEATEN 

B3G58318 

WORLD TITLE ACQUIRED 

G51FF888 

SURVIVAL MODE BEATEN 


BRITNEY'S DANCE BEAT 


EVERYTHING UNLOCKED 

In order to unlock all the stages as 
well as the end of game concert 
footage enter this code at the 
password screen: HMNFK. 


CASTLEVANIA CIRCLE 
OF THE MOON 


UNLOCK MAGICIAN MODE 

Once you've beaten the game, to 
unlock Magician Mode, enter the 
name "FIREBALL" at the data screen. 
You'll begin the game with all DSS 
Cards available right away. 

GET THE SHINING ARMOUR 
To get the Shining Armour you 
must beat the Battle Arena it is 
located in the chapel tower. 

ITEMS LIST 

As with all other games in the 
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ECKS vs. SEVER 


FAST ENEMIES 
LRRR LRLR LLRL LLLL 
SLOW ENEMIES 
LLRR RLRR RLLR RLLR 
SLIPPERY FLOOR 
LRRR RLRL RRLL RLRR 
FAST DEXTER 
LRRR RLLL RLLL LLLR 
LESS DAMAGE 
LLRR LRLL LRLL RRLL 
EXTRA LIFE 
LRRR LLRR LLLL RLLR 
MORE AMMO 


DONALD DUCK ADVANCE 


UNLOCK ALL LEVELS 

2C1 LTD.'P 


DOOM 


Always great for superior cheats, 
Activision's GBA release of the 
classic shoot-'em-up is bristling 
with hidden secrets and cheat 
possibilities. All you have to do to 
get all of these cheats working is 
to pause the game and L and R 
together while pressing A and B in 
the order shown. 

RADIATION SUIT 
B, B, A, A, A, A, A, A. 

GOD MODE 

A, A, B, A, A, A, A, A. 

ALL WEAPONS AND ITEMS 

A, B, B, A, A, A, A, A. 
INVINCIBILITY 

B, B, B, A, A, A, A, A 
COMPUTER MAP 
B, A, A, A, A, A, A, A. 

BERSERK MODE 

B, A, B, A, A, A, A, A 


DRIVEN 


If you're having the odd problem 
getting through the ranks on 
baml's Sly Stallone-style racer, try 
using these codes for max speed! 

UNLOCK ALL CARS AND TRACKS 

2,9,8,0,1 

GAME STOP CAR 

0,7,9,1,3 

MASTER CAR 

6,2,9,7,2 


EARTHWORM JIM 


SKIP TO BUTTVILLE 

To skip directly to the Buttville 
level, pause the game and enter 
the following button presses L, A, 
UP, R, A, R, A, SELECT. 

SKIP TO DOWN THE TUBES 
To skip directly to the Down the 
Tubes level, pause the game and 
enter the following button presses 
UP, L, DOWN, A, R, A. 

SKIP TO FOR PETE'S SAKE 
To skip directly to the For Pete's 
Sake level, pause the game and 
enter the following button presses 
R, L, R, L, A, R. 

SKIP TO LEVEL 5 
To skip directly to Level 5, pause 
the game and enter the following 
button presses R, L, A, B, B, A, L, R. 
SKIP TO SNOT A PROBLEM 
To skip directly to the Snot a 
Problem level, pause the game 
and enter the following button 
presses R, UP, SELECT, L, R, LEFT. 
SKIP TO WHAT THE HECK 
To skip directly to the What the 
Heck level, pause the game and 
enter the following button presses 
SELECT, R, B, DOWN, L, B. 




MULTIPLAYER PASSWORDS 

VULNERABLE 

VORACIOUS 

VENDETTA 

PASSWORDS FOR PLAYING 
AS ECKS 

Level-02 EXTREME 

Level-03 EXCITE 

Level-04 EXCAVATE 

Level-05 EXCALIBUR 

Level-06 EXTORT 

Level-07 EXPIRE 

Level-08 EXACT 

Level-09 EXHALE 

Level-10 EXHUME 

Level-n EXONERATE 

Level-12 EXPEL 

Level-13 SEVERE 

Level-14 SURVIVE 

Level-15 SAVANT 

Level-16 SUFFER 

Level-17 SULPHER 

Level-18 SERVE 

Level-19 SEETHE 

Level-20 SEVERAL 

Level-21 SEVERANCE 

Level-22 SAVAGE 

Level-23 SACROSANCT (last level 

with enemy firing Rocket Propelled 

Grenades at you!) 

PASSWORDS FOR PLAYING 
AS SEVER 
Level-02 SEVERE 
Level-03 SURVIVE 
Level-04 SAVANT 
Level-05 SUFFER 
Level-06 SULPHER 
Level-07 SERVE 
Level-08 SEETHE 
Level-09 SEVERAL 
Level-10 SEVERANCE 
Level-11 SAVAGE 
Level-12 SACROSANCT 


ESPN FINAL ROUND 
GOLF 2002 


UNLOCK COURSES 

Seaside Get $600,000 in winnings. 
Northern Hill Get $900,000 
In winnings. 

Evergreen Country Club Get $1.7 
million in winnings 


F-ZERO MAXIMUM VELOCITY 


UNLOCK JET VERMILION 

Go to the Grand Prix mode and 
push L, R, START, R, L, SELECT. 
When the Password screen opens, 
enter this code 2-8-h08T2YQ30. 
RANKING PASSWORD 
Nintendo has designed F-Zero with 
tournament play in mind. Since 
you can't upload your best times 
or take screenshots, the game 
features a built-in ranking 
password system. To obtain an 
encrypted password for your best 
track times, select Course Ranking 
from the main menu, then select 
your name and the track you 
would like to get a password for. 
Now hold the L-Button and press 
up, right, right, B, left, B, A. Your 


tournament entry password will 
now appear at the top of the 
screen and you can write it down. 
Nintendo uses passwords like 
these to let you enter into official 
tournaments, so make sure you 
keep an eye out for them! 


FINAL FIGHT ONE 


UNLOCK CHEATS 

There are four cheats in the game, 
and you'll need to beat 2000 
baddies to get them all. The first 
allows you to increase your 
starting number of lives to nine. 
The next lets you select stages. The 
next level unlocks Alpha Cody and 
Alpha Guy as playable characters 
(and lets you change costume 
colours). After that, you unlock the 
right to rapidly punch. All of these 
cheats will be available from the 
Options screen. 


FIRE PRO WRESTLING 


UNLOCK ALL WRESTLERS 

Here's a handy trick to unlock all 
of the grapplers in the game. Edit 
a player. On the name entry 
screen, go to Name Entry and 
begin editing the name. For the 
nickname, put "ALL." For first name 
enter "STYLE." For last name put 
"CLEAR." Put Exchange to "OFF" 
and at Middle, enter a space. Then 
press start and return to the main 
menu. Lo! All wrestlers unlocked. 


pause; after unpausing the game 
your ship should self destruct. 

ALL WEAPONS 

To get the code to actually work 
and have all weapons, pause your 
game, then enter these button 
presses: UP, UP, DOWN, DOWN, L, 
R, L, R, B, A. The L and R buttons 
are the shoulder buttons. Enjoy 
your new arsenal! 


HARRY POHER AND 
THE SORCERER'S STONE 


POTION MIXING 

Mix ingredients in these 

combinations to get the 

corresponding potions 

• Antidote Collapsible Cauldron, 
Bezoar Stone, Aconite, 
Boomsiang Skin. 

• GrandPepper Up Brass Cauldron, 
Octopus Powder, Bicorn Horn, 
Mandrake Root. 

• Grand Wiggenweld Potion Silver 
Cauldron, Octopus Powder, Silver 
Unicorn Horn, Wolfsbane. 

• Herbicide Copper Cauldron, 

Dried Nettles, Porcupine Quills, 
Snake Fangs. 

• Pepper Up Copper Cauldron, 
BIcorn Horn, Mandrake Root. 

• Vitamix Copper Cauldron, 
Wormwood, Asphodel Root, 
Monkshood. 

• Wiggenweld Potion Collapsible 
Cauldron, Silver Unicorn Horn, 
Wolfsbane. 


GT ADVANCE 

1 1 

INSPECTOR GADGET ADVANCE 

CHAMPIONSHIP RACING 

1 LEVEL PASSWORDS 


Another chance to get everything 
you can out of one of the GBA 
originals. Enter these codes on 
the main menu, when the silver 
car appears. 

UNLOCK ALL TRACKS 
Hold L -F R Buttons, press 
Up/Right, B. 

UNLOCK ALL CARS 

Hold the L -F R Buttons, press 

Up/Left, B. 

UNLOCK FI MODE 

Hold L -F R Buttons, press Left, B. 

UNLOCK GO-CART MODE 

Hold L -F R Buttons, press Right, B. 

VIEW CREDITS 

Hold L -F R Buttons, press Up, B. 


GRADIUS GALAXIES 


HOW CRUEL ... KONAMI CODE 

Enter this infuriating code to see 
Konami's sense of humour in the 
flesh: UP, UP, DOWN, DOWN, LEFT, 
RIGHT, LEFT, RIGHT, B, A. If this has 
been done correctly whilst in 


*7*MM14 Statue Of Liberty - In 
The Statue 

*3HMLI4 Statue Of Liberty - The 
Flame Of Liberty 

R3*3M64 The Tower - The Tower 
Keeps Watch 

R7H3L64 The Tower - The Lift 
*CH3L24 The Tower - Higher 
Than Anything 























































.. CHEATS A-2 



IRIDION 3D 


"Press Start", hold down "R" and 
tap B, A, Left, Down, Up, Right, 
and choose your level and scrolls. 
DEFEATING HAK FOO 
Know your distance when doing a 
Roll. While Hak Foo is walking 
towards you. Roll towards him 
quickly. You must land about 
where Hak Foo is standing. Roll 
fonward again so he does not hit 
you. Next, Backflip the same way 
as a Roll twice. You should hit him 
sometimes if you continue pattern. 
DEFEATING HAK FOO 2 
An easy battle, uses same tactics 
as the first Hak Foo. If you get 
cornered along the south-eastern 
wall facing right, use the Shen 
Scroll Attack (B -i- R + Up) to leap 
behind Hak Foo and quickly attack 
before he guards. Then, Roll away. 
DEFEATING THE MOON DEMON 
Stay as far right in the beginning 
and face left while blocking. Time 
a Roll left once the Moon Demon 
throws an Eclipse. If you do it too 
late, the Eclipse will cause major 
damage. Note Block only when 
the Shadowkahn are still there. 
Once the cloud covers the moon, 
quickly Roll towards it and attack 


UNLOCK ALL LEVELS 

Go to the Password screen and 
enter the following code 
♦S3L3CT0N*, then press OK. Go 
right back to the Password screen 
from the main menu and enter 
this code *SH0WT1M3*, then 
press OK. All levels are unlocked 
for your shooting pleasure. 

VIEW ALL BOSSES 
To view an end level boss, go to 
the Game Options screen and 
highlight Start Level. Select your 
level, then highlight the option for 
Start at Boss. Select Yes, then OK 
and you will be at the boss fight! 
Jackie Chan Adventures 
Every stage and every scroll 
At the black screen that says 


*H*3M24 The Great Wall - At The 
Foot Of The Great Wall 
R5*3MR4 The Great Wall - On 
The Great Wall 

*3RM33P Big Ben - The Palace 
RHRM37P Big Ben - The Top 
RC7M27P Egypt - The Valley Of 
The Kings 

*9R33XP Egypt - The Great 
Pyramid 


GAME BOY ADVANCE 



as fast as you can using the Mao 
Scroll Attack (preferred) or Xu 
Scroll Attack. 

DEFEATING SHOU FOONG, THE 
WIND DEMON 

Stand directly in front of him. 

When you stand still, in two to 
three seconds Shou Foong will 
inhale. Time a Roll immediately 
when it is about to inhale. You 
should end up about behind Shou 
Foong. Once it finishes blowing, 
attack its back with a Mao Scroll 
Attack (Up -I- A), which you should 
have got already. Continue pattern. 
DEFEATING VALMONT 
Just like Hak Foo, time your Roll to 
end up at Valmont. Do it twice in 
a row, then attempt a Flying Kick 
attack (R -i- B) at Valmont. Then 
Roll away and repeat. 


JURASSIC PARK III 
DNA FACTOR 


UNLOCK EXPERT MODE 

Beat the game once to unlock a 
tougher challenge - expert mode. 
To get it, load your winning file 
and start again. 


JURASSIC PARK 
III PARK BUILDER 


Enter any of the following as a 
Park Name 

PARK NAME EFFECT 

Bonus-Park Start with Max 
Money 

Luckybus-20 Start with 20 


Items-park 

Buses 

Start with All 

Zero-Park 

Shop Items 

Start with No 

men's-park 

Dinosaur DNA 

Men will Love 

love-park 

Your Park 

Everyone will Love 

Isla Sorna 

Your Park 

No Trees 


KONAMI COLLEaOR'S 
SERIES: ARCADE ADVANCED 


YIE-AR KUNG FU 

In order to access new characters 
enter the following at the games 
title screen: UP, UP, DOWN, 
DOWN, LEFT, RIGHT, LEFT, RIGHT, 
B, A, START. Once this has been 
done you will have access to 
special new characters at the end 
of the game. Or alternatively, if 
you're playing in the two player 
mode, than you can select the 
new characters to fight against 
your opponent. 

GYRUSS 

To give a little boost to the 
somewhat dated graphics enter 


this code: UP, UP, DOWN, DOWN, 
LEFT, RIGHT, LEFT, RIGHT, B, A, 
START. The game immediately 
begin with improved graphics. 

FROGGER 

As in Gyruss; Frogger allows you to 
update the graphics; just follow 
these commands at the Frogger 
title screen: UP, UP, DOWN, 

DOWN, LEFT, RIGHT, LEFT, RIGHT, 

B, A, START. The game will begin 
with much improved graphics over 
the original version. 

SCRAMBLE 

Not as exciting but you can alter 
the graphics on this title to. In 
order to improve the visuals in put 
these commands whilst on the 
games title screen: UP, UP, DOWN, 
DOWN, LEFT, RIGHT, LEFT, RIGHT, 

B, A, START. 

RUSH N'ATTACK 
To get more lives for Rush 
N'Attack, go to the title screen of 
the game and enter the Konami 
Code: UP, UP, DOWN, DOWN, 

LEFT, RIGHT, LEFT, RIGHT, B, A, 
START. This will hook your soldier 
up with extra 1-Ups. Cool Huh! 
TIME PILOT 

Whilst at the Time Pilot title 
screen, enter UP, UP, DOWN, 
DOWN, LEFT, RIGHT, LEFT, RIGHT, 
B, A, START. This will unlock a 
special prehistoric level later in 
the game. 


KONAMI KRAZY RACERS 


UNLOCK BEAR 

Bear is a secret character hidden 
within one of the courses in the 
game. To get him, begin a race 
(not a free race, an actual 
competition) on Cyber Field 2. As 
you approach the finish line, grab 
the blue diamond that sits 
between the two gaps. Complete 
the race and save, and Bear will 
be available on the Character 
Selection screen. 

UNLOCK KING 

King is a secret character hidden 
within the Sky Bridge 2 course. To 
get him, begin a race (not a free 
race, an actual competition) on 
Sky Bridge 2. Grab the Blue Bell 
and use it to make a blind leap to 
the right at the first large gap, 
landing on a distant platform. 

Here, you'll find the blue diamond. 
Grab it, finish the race, and save. 
King will now be available on the 
Character Selection screen. 
UNLOCK VIC VIPER 
Vic Viper is a secret character 
hidden within the Moon Road 
course. To get him, begin a race 


(not a free race, an actual 
competition) on the Moon Road. 

At the first long gap, use a boost 
to make a blind jump to the right 
(instead of going straight over the 
gap). Land on a long platform with 
the blue diamond on it. Once you 
collect it, finish the race and save 
the game. Vic Viper will now be 
selectable on the Character 
Selection screen. 


KURU KURU KURURIN 


EASIER STICK SIZE 

Press select in the starting area to 
shorten your stick and make the 
game a good deal easier. 


LADY SiA 


BONUS LEVELS 

If you get a Perfect rating on every 
level in a kingdom, you will unlock a 
special bonus level for that kingdom. 


LEGO BIONICLE 
TALES OF THE TOHUNGA 


GALI MINI GAME 

Enter "9MA268" as a name to 
unlock the Gali mini game. 
KOPAKA MINI GAME 
Enter "V33673" as a name to 
unlock the Kopaka mini game. 
LEWA MINI GAME 
ONUA MINI GAME 
Enter "8MR472" as a name to 
unlock the Onua mini game. 
POHATU MINI GAME 
Enter "5MG834" as a name to 
unlock the Pohatu mini game. 
TAHU MINI GAME 
Enter "4CR487" as a name to 
unlock the Tahu mini game. 


MARIO KART SUPER CIRCUIT 


BOOST FROM STARTING LINE 

As veterans of the series will 
know; if you press the accelerator 
button as soon as the green light 
comes on your character will be 
given a slight advantage in the 
way of a boost start. 

NEW TITLE SCREEN 
In order to see an altered title 
screen just complete all the 
circuits in 50cc, lOOcc and ISOcc. 
UNLOCK CLASSIC SNES TRACKS 
IN GP MODE. 

In order to unlock the classic Snes 
tracks you need to complete all 
the circuits winning gold on every 
track and then to ensure that the 
tracks are unlocked you need to 
return to the heats and collect 100 
coins on each track. 

UNLOCK CLASSIC SNES TRACKS 
IN TIME TRIAL 

Once you have unlocked the SNES 
tracks in ISOcc you will then be 
able to play through them in the 
Time Trail mode. 

UNLOCK SPECIAL CUP 
To unlock the final circuit. Special 
Cup (which includes Star Road), 
all you need to do is get a gold 
trophy in each of the earlier races. 


MEN IN BLACK THE SERIES 


Even if you've managed to torture 
yourself enough to play this game, 
you might find that you're having 
trouble reaching those later 
episodes. Well, don't worry - that's 
what we're here for! 






























































PASSWORDS 

Episode 2 

Forest Landing Site 
FCHTRMNS 

Episode 3 

Alien Technology Lab 
HSDSHSBS 

Episode 4 

Rocket Silo 

MXNMSNNG 

Episode 5 

MIB Safehouse 

THXBXSCK 

Episode 6 

Halloween In 
Manhattan 

NNTNDWNY 

End 

Ending 

NFNTMMDD 

1 MONSTERS, INC | 


PASSWORDS 

YMB2VN 

LRB13G 

4RB97C 

7QCZB9 


NAMCO MUSEUM 


GALAGA "NO SHOOTING" FOR 
THE ENTIRE GAME 

On the FIRST level, you must 
eliminate all enemies but the 2 
left-most bees (the left-most 
being the 2 bees that are all the 
way to the left where one is 
above the other). Let these twt 
bees continue to attack you. DO 
NOT SHOOT THEM! Continue to 
dodge their bullets and after 
about 2-3 minutes you'll notice 
that they only shoot 1 bullet each. 
Keep waiting. After about 5-7 
minutes, they will stop shooting at 
you altogether. Let them come 
down the screen at least 10 times 
in a row without shooting at you. 
Kill them. That's it... If you waited 
long enough, no enemy will shoot 
at you the rest of the game! 


NBA JAM 2002 


UNLOCK EXTRA COURTS 

To unlock the Beach and Street 
Courts, enter LHNGGDBLBJGT as a 
Password. 


NFL BLITZ 20-02 


MATCHUP SCREEN CHEATS 

Enter these codes in VS screen. 

321 - No Random Fumbles 

432 - Infinite Turbo 

132 - Ogre Field 

313 - Shadow Players 

225 - Snow Field 

UNLIMITED TURBO 

Once you select teams, enter the 

following code to scroll the Blitz 

icons and unlock unlimited turbo 

LX4, BX3, AX2, then R. 


PAC-MAN COLLEaiON 


PAC ATTACK PASSWORDS 

Here are the passwords for all 
levels of Pac Attack: 

1:STR 2:HNM 

3: KST 4: TRT 

5: MYX 6: KHL 

7: RTS 8: SKB 

9: HNT 10: SRY 

11:YSK 12:RCF 

13: HSM 14: PWW 

15:MTN 16:TKY 

17:RGH 18:TNS 

19:YKM 20:MWS 

21:KTY 22:TYK 

23: SMM 24: NFL 

25: SRT 26: KKT 

27: MDD 28: CWD 


29: DRC 

30: WHT 

31: FLT 

32: SKM 

33: QTN 

34: SMN 

35: TGR 

36: WKR 

37: YYP 

38: SLS 

39: THD 

40: RMN 

41: CNK 

42: FRB 

43: MLR 

44: FRP 

45: SDB 

46: BQJ 

47: VSM 

48: RDY 

49: XPL 

50: WLC 

51:TMF 

52: QNS 

53: GWR 

54: PLT 

55: KRW 

56: HRC 

57: RPN 

58: CNT 

59: BTT 

60: TMP 

61: MNS 

62: SWD 

63: LDM 

64: YST 

65: QTM 

66: BRP 

67: MRS 

68: PPS 

69: SWT 

70: WTM 

71: FST 

72:SLW 

73: XWF 

74: RGJ 

75: SNC 

76: BKP 

77: CRN 

78: XNT 

79: RNT 

80: BSK 

81: JWK 

82: GSN 

83: MMT 

84: DNK 

85: HPN 

86: DCR 

87: BNS 

88: SDC 

89: MRH 

90: BTF 

91: NSM 

92: QYZ 

93: KTT 

94: FGS 

95: LTG 

96:YLW 

97: PNN 

98: SPR 

99: CHB 

100:LST 


PITFALL THE 

1 MAYAN ADVENTURE 

CHEAT MODE 

Enter this code at the main title 
screen, to unlock cheat mode L, 
SELECT, A, SELECT, R, A, L, SELECT. 


GET ALL WEAPONS 

Unlock cheat mode, then start 
playing the level of your choice. 
During play, hold SELECT and 
press B to get 99 of each weapon. 
INFINITE CONTINUES 
In order to continue forever, use 
up all of your lives in the first level, 
then tap B B B when the continue 
screen comes up. The counter will 
stop counting down and you'll be 
able to continue forever. 

UNLOCK FREE MOVEMENT 
Unlock cheat mode, then start the 
level of your choice. Hold SELECT 
and press the D-Pad in any directly 
to move freely. Weird! 

VIEW ALL LEVELS 
To view all levels, enter the 
following button presses at the 
title screen L, SELECT, A, SELECT, R, 
A, L, SELECT. Press SELECT and R 
or L to scroll through the levels. 
Then press LEFT to make the 
boomerang appear around the 
word "Start." 


POWER RANGERS 
TIME FORCE 


To defeat the object of playing at 
all; (which is probably a good 
thing) enter the following 
password: 8QSD and you will start 
at the very last level. 


RAMPAGE PUZZLE AHACK 


LEVEL PASSWORDS 

Tokyo 1-1 GQGGHKGBHF 
Tokyo 1-2 LLMLMPLQMT 

Tokyo 1-3 GJJBHKGBHF 


LEVEL 

02 

03 

04 

05 


Tokyo 1-4 
Tokyo 1-5 
Delhi 2-1 
Delhi 2-2 
Delhi 2-3 
Delhi 2-4 
Delhi 2-5 
Helsinki 3-1 
Helsinki 3-2 
Helsinki 3-3 
Helsinki 3-4 
Helsinki 3-5 
Paris 4-1 
Paris 4-2 
Paris 4-3 
Paris 4-4 
Paris 4-5 
Hollywood 5-1 
Hollywood 5-2 
Hollywood 5-3 
Hollywood 5-4 
Hollywood 5-5 
Washington 
D.C. 6-1 


BDFGCFBGCK 

GSBBHKGBHF 

LPRQMPLQMT 

QKNLRTQLRP 

BFKGCFBGCK 

QBGLRTQLRP 

LQCQMPLQMT 

GLSBHKGBHF 

BGPGCFBGCK 

GBLBHKGBHF 

LQHQMPLQMT 

QLDLRTQLRP 

BKTGCFBGCK 

LMLRMPLQMT 

GJHCHKGBHF 

BDDHCFBGCK 

GSKCHKGBHF 

LPQRMPLQMT 

QKMMRTQLRP 

BFJHCFBGCK 

QBPMRTQLRP 

LQBRMPLQMT 

CLRCHKGBHF 


RAYMAN ADVANCE 


For some, a few handy cheats. For 
most, the only possible way to 
complete this massive game. All 
cheats are entered while the game 
is paused. 

ALL LEVELS 

U, L, R, D, R, L button. 

BONUS CONTINUES 
L Button, D, R, U, D, R button. 
INVINCIBILITY 
R, U, R, L, R, R button. 

99 LIVES 

L, R, D, R, L, R button. 

ALL POWERS 

D, L, R, L, U, L button. 

EXTRA TINGS 

R button, U, L, R, L, L button. 


READY 2 RUMBLE 
BOXING ROUND 2 


UNLOCK MICHAEL JACKSON 

At the main menu, highlight the 
"Arcade" option, then press LEFT 2 
times, RIGHT 2 times, LEFT, RIGHT, 
L-fR to get Michael Jackson. You'll 
hear cheering if entered correctly. 
UNLOCK RUMBLE MAN 
When you go to the menu, 
highlight CHAMPIONSHIP. Then, 
press LEFT twice, the RIGHT once, 
LEFT once, RIGHT twice, LEFT 
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level-10 VCVZCPH 6 LIVES 
HOW TO BE DARTH MAUL 

The code that everypone wants! 
Enter the code VMT3BYJ 


Aquess Part 1: ZEKEC0C3 
Aquess Part 2: 3AGEA40Z 
Aquess Orbit: 3AMMA01V 
Egaon Part 1: ZCEOAOPV 

Egaon Part 2: CKG3AKK4 

Egaon Orbit: CKOVAKLO 

Wolf X 2 Part 1: WKEVAKl U 
Wolf X 2 Part 2: HKMVALIC 
Wolf X 2 Orbit: DIG5ALOK 


once, RIGHT once, and LEFT one 
more time. Then, press L and R at 
the same time. You should hear 
some cheering and then you'll be 
able to play as Rumble-man. 
UNLOCK SHAQUILLE O'NEAL 
At the main menu, highlight the 
"Survival" option, then press LEFT 
4 times, RIGHT 2 times, LEFT 2 
times, RIGHT, then press L+R to 
get O'Neal. 


ROCKET POWER 
DREAM SCHEME 


LEVEL PASSWORDS 

4GWDIKL1 Ocean Shores Beach 
MFKGTBIR Mad Town 
2V74BFDG Elementary School 
6ILN99V5 Town Square 
7FXX6BLJ Neighborhood 
2LIDZHS8 Spooky Woods 


RUCRATS - CASTLE CAPERS 


LEVEL PASSWORD 

To start at the very last level in the 
game, enter the following 
password at the password screen: 
JSJRJKSLXCFJ. 


SONIC ADVANCE 


UNLOCK TAILS 

Tails will follovv you around during 
your missions with the help of this 
code. To do it, go to the character 
select screen. Highlight Sonic, then 
highlight Tails and press down. 
Next, highlight Knuckles and press 
L. Finally, highlight Amy and press 
R. Then go back to Sonic and 
press A. Now, Tails will tail you 
wherever you go. 


SPONGE BOB SQUARE 
PANTS - SUPERSPONCE 


LEVEL CODES 

01 Jelly Fields (start) BGNR 

02 Sandy's Tree Dome CLMB 

03 Fish Hooks Park KYNF 

04 Downtown Bikini Bottom WKGR 
05 Cavernous Caverns PFYJ 

06 Thermal Tunnels NGPS 


07 Acrid Air Pockets 

WMCY 

Hades Parti: 1KM5AYMB 
Hades Part 2: OIG5AY21 

08 Lava Fields 

XNRP 

Hades Orbit: PIMXAY3H 

09 Precipice Canyon 

HDJQ 

Tritopia Part 1: SCB3QPKM 

10 Desert Wasteland 

QHDG 


11 Kelpazoic Jungle 

WFXM 

1 SUPER DODGE 

12 Inside The Whale 

MNTL 

1 BALL ADVANCE 

13 Road to the Bottom 


DREAM TEAM B 

of Rock Bottom 

QGRV 

Successfully complete 

14 Lonely Souls 

LXHK 

championship mode to unlock 

15 Graveyard 

HGCD 

special championship mode an 

16 Last Stop 

CNXK 

Dream Team B (Rockets). 

17 Jelly Fields 

LKKV 

DREAM TEAM C 

18 Man Ray's Lair 

PYHS 

Successfully complete special 

19 Oil Rig 

JRST 

championship mode to unlock 

20 Canning Factory 

WMBT 

Dream Team C (Iron Men). 


QUICKLY CLIMB RANKS 


would be a good idea to choose 
Luigi for this level because of his 
superb jumping skills.) Go up the 
ladder at the beginning of the 
level, and then jump up onto the 
ledge above the ladder. As soon as 
you get on top of the ledge, grab 
the first grass on the right. It is a 
potion. Use the potion and go 
through the door. Now, while in 
sub-space, go down through the jar 
and voila! Now you're in Level 7! 
LOTS OF LIVES IN 1-1 
Want as many extra lives as you 
can be bothered to collect? On 
World 1-1 at the right-hand end of 
the level, enter the upper door 
into the cave with the line of spiky 
jobbies (easiest to do this with 
Luigi, as you can just jump up to it 
without having to go the long way 
round). To the left of the spiky 
things are three plants. Pull up the 
right-most plant to reveal a giant 
turnip, and throw it at the bad 
guys, if you kill them all with one 
shot, you get an extra life. Leave 
the cave, re-enter it, and do it all 
over again as many times as you 
want until you have enough lives 
to keep you going... 

MAKE BIRDO BALD 


easier to play with the small arrow 
pad. Press Select to toggle "easy 
special mode" on or off. 


TEKKEN ADVANCE 


UNLOCK ALL CHARACTERS 

At the main menu, press and hold 
A and B. Then press L, R, R, L, L, 
UP, UP, R. This will give you every 
fighter in the game. 


TETRIS WORLDS 


In order to unlock the original and 
arguably the best version of Tetris; 
hold down the left shoulder 
button whilst on the Main Menu 
screen and highlight the Marathon 
option then press select. Now on 
the Marathon game selection 
screen there will be a new game 
option called Popular. This is the 
classic version of Tetris that we all 
love so. We just wonder why they 
hid it away so deep... 


THUNDERBIRDS 
INTERNATIONAL RESCUE 


Thousands, well, hundreds, well, 
oodles of super-useful passwords 
for you to hump to any point in 
this F-A-B' GBA adventure and 
allow you try a little cheating! 


SPYRO THE DRAGON 
SEASON OF ICE 


LEVEL SELECT 

To enable level select, press UP, 

UP, DOWN, DOWN, LEFT, RIGHT, 

UP, DOWN, A when START shows 
on the title screen. 

LOTS OF LIVES 

To get 99 lives, go to the Press 
Start screen and press LEFT, RIGHT, 
RIGHT, RIGHT, DOWN, UP, RIGHT, 
UP, A. 


STAR WARS JEDI 
POWER BATTLES 


LEVEL PASSWORDS 

Level 1 You always start the 
game at level 1. 

Level 2 WBl BCPF You have to 
play as Mace Windu 
Level 3 VGMBFF You have to 
play as Mace Windu 
Level 4 VCl MBPF You have to 
play as Mace Windu 
Level 5 VCNBYF You have to 
play as Mace Windu 
Level 6 VCl DBYF You have to 
play as Mace Windu 
MACE WINDU CODES 
Here are codes from level 7 
through 10 (since 1-6 have already 
been shown above) 
level-7 VCGYCFH 6 LIVES 

level-8 VCXYCFH 6 LIVES 

level-9 VCDZCPH 6 LIVES 



The quickest way to move up in 

When you fight a green or red 

SAUDI ARABIA 



the rankings is to challenge the 

Birdo, jump on her head and pick 

Tin-Tin 

Island 

Hood 

Jeff 

number one team. 

up her bow and throw it away. 

Scott 

TBS 

Hood 

Jeff 

SUPER THROW 

Voila! Bald Birdo. Note this doesn't 

Parker 

Virgil 

Mole 

Mole 

Get the ball and back up slightly 

work on all Birdos in the game. 

Tin-Tin 

Penny 

Island 

Alan 

from the line. Then, press 

SLEEP MODE 

Kyrano 

FAB2 

Island 

TB4 

FonA/ard(2) to run. On the third 

So you're in the middle of playing 

AMSTERDAM 



footstep or crunch, press Throw. 

Super Mario and the telephone 

Alan 

Fabl 

Brains 

John 

You will perform a Super Throw. 

rings... Or let's say you feel the 

TB3 

TBS 

John 

Kyrano 

There are 50 Super Throws in all. 

sudden urge to check TGN for new 

Tin-Tin 

Brains 

FABl 

Brains 

You can also do a Pass Super 

GBA stories, but you're in the 

Parker 

Hood 

Kyrano TBS 

Throw and a Running Jump Super 

middle of a level - what do you 

John 

TB2 

Scott 

FAB2 

Throw. Note These can be blocked. 

do? How about putting your GBA 

LONDON 




to sleep to preserve batteries? 

TB4 

TBS 

Brains 

Parker 

1 SUPER MARIO ADVANCE I 

Press the Select and R buttons at 

Hood 

FABl 

Mole 

TB4 

INSTANT RESET 

the same time and the game will 

Gordon 

TBl 

Virgil 

Hood 

To trigger the game's built-in soft 

drop into deep sleep. To wake it 

Gordon Penny 

Alan 

Brains 

reset and restart the game without 

up again, press Select and L. 

LONDON 



using the power switch, simply hit 

99 LIVES 

Mole 

Jeff 

TBS 

Scott 

the following buttons at the same 

In world 5-3 come up to the 

Virgil 

Island 

John 

Fabl 

time Select + Start -f A + B. 

surface and throw the shell on the 

Alan 

Parker 

FABl 

FAB2 

LEVEL WARPS 

ground there, it will keep 

TB3 

Parker 

FAB2 

Penny 

WARP TO WORLD 4 

bouncing off of the walls back and 

SOUTH AFRICA 



In level 1-3 go to the area just 

forth. Jump and land on the shell 

Jeff 

Fabl 

Kyrano 

Tin-Tin 

before the brick background. Pick 

and wait for the birds to drop the 

Jeff 

Penny 

TBl 

Penny 

up the plants until you get a 

bombs. The shell will kill the 

Kyrano 

Gordon 

John 

John 

bottle. Then go past the brick 

bombs, and after you get a certain 

Virgil 

TB3 

TB2 

Mole 

background until you find a pot 

amount you start getting 1-UPS, 

TB4 

Gordon 

Brains 

Brains 

and throw the bottle on it. Go 

you can do this for as long as you 

LONDON AGAIN 



through the door and down the 

want until you have 99. 

Island 

TBS 

Penny 

Tin-Tin 

pot into World 4. 


TB3 

TB3 

Parker 

Alan 

WARP TO WORLD 5 

■ SUPER MARIO ADVANCE 2 

1 Gordon 

Gordon 

FAB2 

FABl 

To warp to level 5, first get to level 

UNLOCK PRINCESS COINS 

RUSSIA 




3-1. When you enter the first door. 

More of a hint than a cheat- once 

Mole 

Brains 

Tin-Tin 

TBl 

fall all the way down. You have to 

you collect all of the Dragon Coins 

Island 

John 

Brains 

Alan 

be in the middle as you fall. When 

in the entire game, they will turn 

Alan 

Alan 

Island 

Penny 

you stop, you will find a platform 

into Princess Coins. 

Penny 

Kyrano 

Alan 

TBl 

with a door. Enter the door, then 


TB2 

TB4 

Island 

TB4 

look for the potion in the grass. 

m SUPER STREET 

1 FAB2 

TB2 

Hood 

Virgil 

Pick it up, then throw it on the 

■ FIGHTER 2X REVIVAL 

SILICON VALLEY 



ground, enter the door in 

EASY SPECIAL MOVES 

Tin-Tin 

Hood 

TBS 

John 

cyberspace, and go into the vase 

While fighting in a single player 

Scott 

TB4 

Scott 

TB4 

and you will be at level 5. 

battle, press Up, Up, Down, Down, 

Gordon 

Scott 

TB3 

TBl 

WARP TO WORLD 6 

Left, Right, Left, Right, B, A. If you 

Hood 

TBS 

Kyrano 

Hood 

In level 4-2 In the area with the 

entered the code in the right way 

TBS 

Mole 

TB3 

Jeff 

whales find a bottle and throw it 

then you will hear a sound. This 

Scott 

TBS 

Scott 

Mole 

on the next pot. Enter the 

allows you to pull off special 

LONDON FINAL 



doorway and go down the pot 

moves with easy movements. For 

TB2 

Scott 

Jeff 

Virgil 

into World 6. 

Instance, wen playing as Ryu press 

Gordon TBl 

Scott 


WARP TO WORLD 7 

Forward + Punch to send out a 

END SEQUENCE 



Work your way to level 5-3. (It 

fireball. This will make the game 

FABl 

FABl 

Penny 

Virgil 
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BONUS HOVERBIKE 

FAB2 Virgil TBl TB2 
(Start the first level, then die, then 
you will go to the hover bonus level) 

CHEATS 

ULTIMATE SPEED 


Jeff 

Island 

Virgil 

Jeff 

ENDLESS TIME 



Parker 

Alan 

TB4 

TB2 

INVINCIBILITY 



TB2 

Mole 

Jeff 

Gordon 


TOM AND JERRY: 
THE MAGIC RING 


PASSWORD LIST 

Enter the following passwords in 
order to advance through the 
games levels: 

Level 2: 3783 
Level 3: 5423 
Level 4: 5348 
Level 5: 5126 
Level 6; 8238 
Level 7: 8143 


TONY HAWK'S PRO SKATER 2 


UNLOCK SPIDER-MAN 

Can't wait for the Spider-Man 
movie or the GBA game of the 
same name? To unlock Spider-Man 
as a playable character, enter the 
following button presses at the 
main menu or while paused 
during gameplay. 

Press and hold R, then press UP, 
UP, DOWN, DOWN, LEFT, RIGHT, 
LEFT, RIGHT, B, A, START. 

ALL LEVELS UNLOCKED AND 
MAXIMUM MONEY 
To unlock all of the levels in the 
game and max out your money, 
enter the folloyving button presses 
at the main menu or while paused 
during gameplay. 

Press and hold R, then press B, A, 
LEFT, DOWN, B, LEFT, UP, B, UP, 
LEFT, LEFT. 

HAPPY FACE BLOOD 

To unlock Happy Blood, enter the 
following button presses at the 


main menu or while paused 
during gameplay. 

Press and hold R, then press 
START, A, DOWN, B, A, LEFT, LEFT, 

A, DOWN. 

SET TIME TO ZERO 
To set the time to zero, enter the 
following button presses at the 
main menu or while paused 
during gameplay. 

Press and hold R, then press LEFT, 
UP, START, UP, RIGHT. 

TURN OFF THE BLOOD! 

To clean up the game and turn off 
the spouting claret, enter the 
following button presses at the 
main menu or while paused 
during gameplay. 

Press and hold R, then press B, 
LEFT, UP, DOWN, LEFT, START, 
START. 

UNLOCK ALL LEVELS 

To unlock all of the levels in the 
game, enter the following button 
presses at the main menu or while 
paused during gameplay. 

Press and hold R, then press A, 
START, A, RIGHT, UP, UP, DOWN, 
DOWN, UP, UP, DOWN. 

UNLOCK CHEATS 
To unlock all of the Cheats in the 
Cheat menu (in the Options 
screen), enter the following button 
presses at the main menu or while 
paused during gameplay. 

Press and hold R, then press B, A, 
DOWN, A, START, START, B, A, 
RIGHT, B, RIGHT, A, UP, LEFT. 
UNLOCK DISCO ZOOM 
To unlock the crazy disco zoom 
feature (which makes your game 
look a bit like a seventies episode 
of Top Of The Pops before they got 
more sophisticated visual effects), 
enter the following button presses 
at the main menu or while paused 
during gameplay. 

Press and hold R, then press LEFT, 
A, START, A, RIGHT, START, RIGHT, 
UP, START. 





UNLOCK MINDY 

To unlock female cop Mindy, hold 
R and press A, Left, Left, Up, Right, 
B, A, and Start at the main menu. 
UNLOCK SPIDER-MAN 
WALL CRAWL 
To unlock the Spider-Man 
Wallcrawl feature, enter the 
following button presses at the 
main menu or while paused 
during gameplay. 

Press and hold R, then press 
RIGHT, A, DOWN, B, A, START, 
DOWN, A, RIGHT, DOWN. 

UNLOCK UNLIMITED AIR 
To unlock unlimited air at the 
game menu screen, enter the 
following combination. 

While holding the R button press 
LEFT, A, START, A, RIGHT, UP, START. 
Now every time you ollie, hold B 
and you'll be able to fly. It's a bit 
hard to control at first, but you can 
use L and R to go left and right, 

UP and DOWN to go forward and 
back B to rise and A to hover. It 
needs a bit of practice! 


WILD THORNBERRYS 
CHIMP CHASE 


LEVEL 

PASSWORD 

Jungle 2 

4S7JXTJ3 

Jungle 3 

473H1SZD 

Plains 1 

B147T3B2 

Plains 2 

4DZZFB7F 

Plains 3 

Y5TSGWK2 

Arctic 1 

6GRHJ74W 

Arctic 2 

KF3W76JR 

Arctic 3 

MR8594NJ 

Outback 1 

8IYJCDH4 

Outback 2 

II2VKJFS 

Outback 3 

NDC4SJ3S 

End 

M661M8LB 


WWF BETRAYAL 


Everyone knows that the well- 
oiled boys in the WWF are a tough 
bunch, so you might need a bit of 
help giving the smug muscle- 
heads the beating up they 
deserve... even if you can smell 
what The Rock is cooking. 
PASSWORDS 


STAGE 

THE ROCK 

STEVE A 

Level 2 

1314 

1344 

Boss 1 

1411 

1441 

Level 3 

2413 

2443 

Level 4 

2214 

2244 




Boss 2 

2412 

2442 

STAGE 

TRIPLE H 

UNDERl 

Level 2 

1324 

1334 

Boss 1 

1421 

1431 

Level 3 

2423 

2433 

Level 4 

2224 

2234 

Boss 2 

2422 

2432 


WARIO LAND 4 


LISTEN TO CDS 

Whenever you get a CD during 
gameplay, it will be available to 
listen to later. Once you get one, 
go to the Sound Room to hear it. 


WWF ROAD 
TO WRESTLEMANIA 


STONE COLD PASSWORDS 

HHMBCQ84 

HMQ6H2R4 

HMHM3QR4 

CMV023WC 

CC003VWC 

CRWC73CW 

CHH2WVWW 

CHZQH3C4 

HCWMQZR4 

60LBL786 

68MCM876 

DEFENDING ALL BELTS 

OOCBBZ84 


08CCC874 

6RLBM686 

08BMM074 

08BMC874 

68MBLQ86 

08CMC074 

08CCM074 

OOCCM874 

08CLM874 

OOLBB284 

OOMCC874 

GET A WEAPON 

Start a match in hardcore mode. 

Go up to the crowd and press 

Right, L. 

WEAKENING YOUR 
OPPONENT 

Beat up your opponent until they 
start to bend over (indicating that 
they are hurt). You can now use 
any maximum damage move, if 
you pick them up off the ground. 
RIKISHI MAY, 

1ST WEEK 

When you are given a choice 
between password and new 
game, go to Password. Then enter 
CLXWV90C. You would be taken 
to be taken to play as Rikishi in 
the first week of May. Then get 
yourself ready to rumble... 
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DEVELOPER: IN-HOUSE 
GENRE: PLATFORM/PUZZLE 


Known as the D-Pad to its friends 
LEFT/RIGHT: Move Klonoa 
UP: Enter doors / Read Signs 
UP/DOWN: Climb ropes etc 

R BUTran 

PRESS: Jump HOLD DOWN: Flap 
Hit A again in mid-air while carrying 
an object to double-jump (written in 
this walkthrough as dub-jump). 

B BUT ran 

Shoot a Wind Bullet; and use to pick 
up enemies / items. 

Make sure that your thumb knows 
where this is - you'll need in a hurry! 

R BUTTtnn 

shoot a Wind Bullet with it if you 
want to, or use the B button and let 
your R button sit back and relax, 
you won't need it! 

L B U T Ta rt 

Give your L button sat all the way 
up there on the shoulder of your 
GBA a bit of a holiday - it doesn't 
do anything in this game! 


Lots of tricky ^ 
puzzles, so expect to 
be using that 'Retry' 
option quite often ... 
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■ VISION 1 -1 : Read all the signs, as they tell 
you how to use skills. The first enemy is the Moo; this 
red space hopper creature is hardly intimidating, but 
like its green relative (the winged Flamoo) it's needed 
to perform dub-jumps (press A in mid-air while 
holding an enemy to fling it down for extra jump 
height). Go through this level grabbing all the gems. 
Star I (you need all three of these in a stage to open 
final exit doors) is on a bridge a few screens in, but 
you'll need to dub-jump up to it. Keep going right and 
Star 2 is on a floating wooden platform, and again 
dub-jump for it. Continue right and grab the Heart if 
you need it (it restores one point of your health gauge, 
so save it if you're on full health), then dub-jump up 
to the wood platform with spikes. To get the goodies 
on the other side, you'll need to grab the Flamoo and 
jump across the spikes while carrying it. At far side, 
dub-jump to get another Heart and more importantly 
Star 3, your ticket out! Once you have third star, drop 
down and go through door to finish this first area. 

■ VISION 1-2: Straight away there's the Moo 
Box. Klonoa can pick these up and either dub-jump 
or throw them; a thrown Moo Box will kill all 
enemies in its path, stopping only when it hits a wall. 
At the end of a first room is the first real practical use 
of the Moo Box... you'll need to place it in the 
bottom right corner of the pit, then grab the Moo 
and jump out of the pit with it. You can then dub- 
jump up to Star I and head right into the next room. 
Use the box to dub-jump up to Star 2 on the right, 
then drop down and dub-jump up to the left. Follow 
this passage round and use the box at the end in the 
same way as before; place it in the bottom right and 
dub-jump up off of It and out of the room. Keep 
going down and right and you will be able to dub- 
jump using a Moo Box up to Star 3, then dub-jump 
up and head left to the door. 

■ VISION 1 -3: Run right as far as you can and 
dub-jump up to the ledge. Here you will find the 
Keys. There's three kinds - Red Circle, Blue Triangle 


and Green Heart. You can see which of these are 
used in a level from the silhouettes next to your 
health level so you can see that this level has both 
red and blue keys, the first is right next to you! Move 
the Moo Box to the right-hand side of the pit and 
jump up to the platform above. Grab the Moo there 
and use It to get to the door, where you can dub- 
jump up to the Red Key. Use it and pass through the 
locked door to continue right. Run right and pick up 
the Flamoo, then go back left and dub-jump up to 
Star I. You can then head back right (past the blue 
door), where you will have to use the Flamoo three 
times to dub-jump up the series of platforms to a red 
door, which you can now go through. In the next 
room, use the Moo Box to dub-jump up to the Blue 
Key then throw it right under the platform. Use it 
again to dub-jump up to Star 2 then go back the 
way you came to the blue door. Follow the next 
room over the wooden bridge and out the other side 
to a new area, where you should take the Flamoo all 
the way right to dub-jump up onto the higher level, 
where you will find Star 3. Go back into the previous 
room and dub-jump up to the end door. 

■ VISION 1-4: A hover-boarding stage. There's 
no way of slowing down or speeding up here so the 
only thing you control is jumping and shooting, and 
luckily there's no keys or stars to worry about either! 
Using 'Retry' takes you all the way back to the start. 
There's very little help that can be given for these 
levels; it's all down to timing and jumping so it's up 
to you! For future hover-board levels, we only give 
you the gem count for each section so if nothing 
else, you'll know what you're aiming for! 

• GEM COUNT: 

SECTION 1; 33 • SECTION 2: 67 • SECTION 3: 100 

■ VISION ^-5: Back to the normal 
puzzle-platform type of level now, so run right and 
put one of the two Moo Boxes on top of the other, 
just left of the far right hollow wood platform. You 
should now be able to pick up the Moo and climb 
up to the top right using your newly-made box 
tower, where you can dub-jump up to Star 1. Head 
right into the next room to meet the Goomi. These 
are flying red blobs that Klonoa can hang from by 
grabbing them, so get used to this skill by jumping 



between these two a few times. Follow the Goomis 
right to the red rope, which you can climb using up 
and down on the D-pad. Climb to the top and jump 
off to the left to get Star 2 then continue left all the 
way to the moving Goomi (yes, they can move!), 
which you can use to get to the next room. Dub- 
jump up then follow the trail of Goomis again, using 
them to cross the spikes all the way left. Drop down 
and dub-jump to get the Red Key and go down the 
ladder on the right. From here go left to the moving 
Goomi, and use it to descend to four others... jump 
off to the right and go through the red door. Use the 
moving Goomi in here to get up to Star 3, then pick 
up the Moo Box, throw it left and follow it. Drop 
down and carry it to the right, where you can dub- 
jump up to the Blue Key. Go right and you will be 
back In the first room, so just use the Moo to jump 
up to the ropes and cross them left to the exit door. * 

■ VISION 1-B: Another type of level is ■ 
showcased here; the auto-scrolling level. These are 
usually quite tricky since you die Instantly if you fall 
or if you are crushed, so be very careful and keep 
moving. Again there are no stars or keys but there 
are a hundred gems, a lot of which are rather 
deviously placed. The good news is that the 'Retry' 
option in these stages takes you back to the start of 
the section rather than the whole level. Stay as close 
to the front of the screen as you can to get all the 
gems, and keep hold of an enemy wherever you can 
in case you need to dub-jump. Some of the tougher 
gems also require you to get to a place early and 



SECRET VISIONS 

On top of the game's 35 normal levels, there are three 
hidden levels for those who dare to delve deep enough 
into Klonoa's world. These are a huge leap up in terms 
of difficulty from the rest of the game and will really put 
your skills to the test. Here's what to do to get them; 
VISION EK 1: Simply complete all 35 basic levels. 

VISION EK 2; Complete at least 25 levels with all gems. 
VISION EX 3: Complete every other level in the game with 
all gems (including Ex 1 and Ex 2) 
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■ VISION S-1 : Head right. When you step 
into fans you cannot leave until you hit the top. 
Head right past first fan. Just after second fan, pick 
up Moo and go back up fan carrying it so that you 
can dub-jump at top to reach Star I. Continue 
right past third fan and read sign (boxes can block 
fans), so pick up Moo Box on the right, drop down 
and place it on fan. You can now leave to the right. 
Go right past two fans and past Flamoo on right 
and leave through door. Use the moving platform 
to go up and right and dub-jump up to the Moo 
Box, which you can then carry left to pass through 
the fan. Follow the next area left, making sure to 
bring the Moo from the start so you can dub-jump 
up to Red Key on left. Go up the fan and right 
until you reach second fan. Step into it and wait at 
top; the moving platform will come and block the 
fan and you fall onto it. 

Go right and grab Moo Box and, as it says on 
the sign, drop the box onto the Spiker to make it 
slowly fall - use it to go down. At the bottom take 
back the box and position it in the bottom right of 
the pit; this way you can pick up the wandering 
Moo, jump up to the right and dub-jump to Star 2. 
Back in previous room, pick up the Flamoo and go 
up the fan, then use it to dub-jump up to the red 
door and climb the ladder. Go left here until you 
reach the moving platform; go up on it and grab 
Moo Box, which you should throw left at ground 
level to block the fan. Past the fan, dub-jump up to 
Star 3 then again left past the Spiker and go down 
ladder. Go left, drop down and pick up the box, 
then go right where you should dub-jump for the 
Blue Key. Go left now and pass through the blue 
door and climb down the ladder to the exit door. 


■ VISION S-S: Pick up a Moo and go right. 
Dub-jump over the block, then over the spikes and 
pick it up the Flamoo when it reappears to dub- 
jump over this next block. A little way right you will 
find another new "enemy" called Teton; grabbing it 
lets you fly briefly, so take hold of this one and see 
for yourself, then go right. Continue right, using the 
Moo to dub-jump over the high block to reach the 
switch. Hit this with either a Wind Bullet or a 
thrown box or enemy to open the brown doors. Be 
aware that some later doors are on timers so you'll 
have to get to them extra quick after hitting switch. 
Go through the door and jump into fan (which 
takes you all the way up) and go right into the 
next room. Use Moo to reach the box on the left, 
then you can use Moo Box as a step to carry up 
the Moo so you can dub-jump up to the Teton. 
Grab it to go up and step into the fan to go up, 
then follow the platforms round until you reach a 
switch over some spikes. Wait here until the 


backtrack a bit to reach them. Gem count is all that 
will be given for these levels from now on due to 
their similar and obvious nature. If you are short 
when the section stops moving, use 'Retr/ to try the 
section again if you're after the gems. 

• GEM COUNT: 

Section 1: 37 • Section 2: 72 • Section 3: 100 

■ VISION 1 “T: Right at the start, pick up the 
Moo Box and jump onto the moving platform with 
it. Take it into the little cave on^^the left and dub- 
jump to get the Red Key, thertdrop back down and 
go through the red door. Jump up to the left using 
the spring (press and hold A when it's fully 
depressed for extra jump height) and collect Star T 
then drop back down and go right, where you can 
use the Moo to dub-jump right from the highest 
point and leave to the right. Follow the cave to the 
moving platform, which you should use to go up, 
then go left and pick up the Moo. Use it to dub- 
jump up to the Goomis; the one on the right takes 
you to a ladder out of this room. Use the next 
Goomi to jump up left over the block and throw the 
box back right. You can now use it to dub-jump up 
to Star 2, then throw it back left again and use it to 
reach the ladder down on the far left. Climb down 
and go left again, then go down the rope and use 
the springs to traverse the spikes. Use the Moo on 
the far left to dub-jump up to the Goomi, thep 
jump left and out of the room. Drop down ^ithe 
far left to get Star 3 (don't miss it!) and dropdown 
left again to reach the exit door. 

■ BOSS: CHIPPLE 

Just pick up a Moo as soon as one appears and 
move when you see boss prepare to jump, then 
throw Moo at his back. When you hit him, he'll 
jump very high and hit the ground hard unleashing 
a fire wave; jump over it or keep your distance (it 
only travels around half the length of the stage) and 
get ready to hit him again. Sometimes he'll just walk 
at you, usually after you've hit him a couple of 
times. If he does this, just throw an enemy at him to 
stop him in his tracks and he'll probably try to jump 
at you again. Hit him three times and this first boss 
will be history. 















"Retry" is useful even when you haven't 
become stuck in a puzzle room. Use it if 
^ you've taken a beating in a room or if 
you're falling off of the level to 
return to the start of the room with 
W the same health you came in with. 


Fiamoo comes up and throw it at the switch, then 
grab yourself another and dub-jump up to Star 1 
using it. Drop down right and go all the way left, use 
Fiamoo to dub-jump up to ledge and leave to the left. 

Pick up the Red Key and jump into fan, and go left 
at the top through red door. The moving platform will 
take you up, so jump off left at top and pick up the 
Moo. Carry it left past Spiker and dub-jump over the 
big hole using it. Go down ladder, place Moo Box 
over fan then climb back up and go left into the next 
room. Go up on the moving platform and pick up the 
box; you need to throw it left when the green grated 
platform is under where it'll fall. Once the block is on 
there, run left and go up in the fan and hold left. 

When the block passes below, you'll fall slightly and 
land next to Star 2; grab it and continue left using the 
Moos to advance and to get to the Blue Key. Pass 
through the one-way gate, open blue door on the left 
and go on through to the first timed switch. Just 
throw a Moo at it and quickly go up and left on the 
fan to get Star 3. From here go through the one-way 
door, pick up the Moo Box and jump down the 
ladder. Take the box left and put it over the fan, then 
use the Teton to fly up and left to the goal door. 

■ VISION S-3: Make your way all the way 
right to the area with the blue platforms; these 
disappear about a second after you step on them, so 
you'll have to be quick. Pick up the Fiamoo from 
down below and carry it to the third platform where 
you can dub-jump up to Star 1. Drop down and grab 
another one, but this time cross all the way over the 
platforms and dub-jump up into the next room. Use 
the Goomi and the moving platform to climb to the 
top then carefully drop down right past the spikes to 
the bottom level. Position the box so it blocks fan 
and grab Teton to go up to leave this room to the 
right. Dub-jump up to the disappearing platforms and 
go right past the fan to the Moo Box. Pick it up and 
float down, go left past fan, and use combination of 
blue platforms and Coomis to reach Star 2. 

Continue left then go down further and right and 
use the Goomis to cross the spikes so you can then 
go down the ladder into next room. One there, go 
left to another set of disappearing platforms. Drop 
down and take the Fiamoo across with you so you 
can dub-jump up to Star 3 on the far side. Continue 
left to the Moo and carry him back and up the 
moving platform. Dub-jump across this gap, making 
sure the thrown enemy hits the switch on the way 
down. This skill Is used a lot in later levels! Get 
through the door quickly and flap over to the Red 
Key, then you can drop down and go left and up the 
ladder. Open the red door at the top to let out the 
Moo and use it to dub-jump up and climb up 
another ladder. Follow the steps up and left then 


drop all the way down to the bottom, where you can 
find a Moo Box. Block fan with It, climb back up the 
ladder, using the blue platforms to get to the Fiamoo, 
which you can use to reach the exit door at bottom. 

■ VISION 2-<4: Hover-boarding stage. 

• GEM COUNT: 

SECTION 1: 33 • SECTION 2: 66 • SECTION 3: 100 

■ VISION 2-5; From the start, go right past the 
Balance Platforms (step or put a block on one side 
and the other rises) and dub-jump over spikes. On 
the far right, dub-jump up to the second set of_^ 
Balance Platforms and up to the Goomi abo^ to 
reach Star 1 on the right, then go left again and get 
on the moving platform. Head right into next room, 
past more Balance Platforms and place the Moo 
Box from the far left on the one on the right. Get up 
on the raised left platform, grab Fiamoo and quickly 
jump up and left. Dub-jump up to the door, making 
sure Fiamoo hits the switch on its way down to open 
it and drop down the hole to get Red Key. Follow the 
same route again (you've gone back a little way) to 
get back to where the key was and jump the gap. 

Use the spring to bounce right through the hole and 
pick up the Moo Box; jump and throw the box right 
to raise the left platform. From here, pick up Fiamoo 
on left and use it to reach the red door on the right, 
which you should pass through into the next area. 

Drop down ladder and use the Goomi to reach the 
ladder on the left. Climb down it and carefully jump 
to moving platform, then at first Balance Platform, 
stay on the left platform until it's fully depressed and 
jump to the right hand platform and quickly again to 
the brown moving platform... this may take a few 
goes. Once you do manage it you are rewarded with 
Star 2, so head right and move on to the next area. 
Collect the Blue Key from the staircase and climb the 
ladder on the right, then go all the way left to the 
blue door. Open the door and take the Moo Box, 
which you should use to dub-jump up to the right. 
Climb up past the two sets of platforms and use the 
Fiamoo to cross the gap and pass the goal door. As 
the sign says the next room rotates when you hit the 
switch, so hit it once and grab Star 3, then hit it three 
more times to leave and use the exit next door. 

■ VISION 2-6: Auto-scrolling stage. 

• GEM COUNT: 

SECTION 1: 34 • SECTION 2: 66 • SECTION 3: 100 

■ VISION 2-7 : dub-jump up to the left over the 
one-way door, go left and go up in the fan. From the 
top, jump own and pick up the Fiamoo which you 
should take back to the fan and carry all the way right 
along the top, dub-jumping on the far right to reach 
the Red Key. Drop back down to the very bottom and 
go through the red door, climbing down the ladder In 
the next room to advance. Go left and pick up the 
Fiamoo and carry it over the platforms to the closed 
door; throw the Fiamoo at the switch to open this. 
Grab the Moo Box from the little room and throw it 
out the one-way door, then head right to pick it up 
again and drop it on the Spiker a little further right. At 




the bottom, take back the box and use it on the 
Spiker to the right to get to Star 1, then grab the box 
again to leave to the left. Just follow this section 
round and you will eventually reach the Blue Key so 
continue up the stairs and ladders to leave via the 
ladder in the top left corner. You're now back in the 
starting room again so go all the way right until you 
reach familiar territory and climb back up to the fan. 
You can now go through the top door of the three, so 
go on through the blue door and go up the ladder. 

In this room, wait on the first of the Balance 
Platforms until it's all the way down then jump to 
the high one and straight over to the moving 
platform. From here, grab the Moo and throw it left 
to hit the switch as you go up in the fan and quickly 
run through the door to get Star 2 and the Green 
Key, then go down the ladder. Use the moving 
platform to go down (there's a secret are through the 
top right wall) and right and continue until you come 
out In the starting room again. Once again, take the 
fan up and this time use the middle (green) door on 
the right to advance. Go all the way right and take the 
Moo up in the fan the where you can dub-jump to 
Star 3 and drop down to the left with the Moo Box. 
Throw it right into the Spiker_so it falls down, then 
drop down yourself and put the^bx on the fan. You'll 
need to take the Moo with yoif into the next room 
and dub-jump to the blue platform, then quickly pick 
up the Fiamoo to dub-jumjs to the exit door. 


nj^t( 


_ BOSSi-MUZIKA 4 

Muzika starts by sucking up Moos and spitting them 
out as musical notes. Either wait for these to hit the 
ground and turn back or you can grab them out of 
mid air to instantly catch a Moo. Either way you need 
to throw It at Muzika's belly, which will send it into a 
spinning rage. Simply run left and right to avoid this 
and Muzika will suck up more Moos. Again, throw 
one at her belly to make her spin like crazy once 
more, only this time it's a lot faster and harder to 
avoid. Once she calms down, one more thrown 
enemy to the belly will shut her up for good! 
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use the fan to reach and destroy the brown box and 
go right. Pick up the Boomie and place it next to the 
switch then climb to the last vine; when the Boomie 
explodes the door will open briefly so dash through 
and get the Blue Key before dropping down and 
opening the blue door below. 

Jump and flap over the gap to blue door opposite. 
In this room, go up fan and right to get the winged 
Boomie then take it up in the vent and dub-jump at 
top. Drop down left and get the arrow block, then 
fall down and pass the fan and throw the block right 
while standing on the switch (it holds the door 
open). When the block is in place use the same 
strategy with a Boomie to hit the switch and open 
top right door. In here are Star 3 and a IVloo Box; 
get both and throw box left to block the vent. Leave 
the way you came in and drop down to exit door. 


FOOD LAND 
JIOBOB 


wherever possible, you should try to 
carry an enemy or a block with you; 
you never know when you will 

► need them to throw or dub- 
jump for puzzles and getting to 
gems and extra lives. 


■ VISION 3-1 : Go all the way right, going up 
the third fan to the ladder, which you need to climb. 
There is a new enemy - the Boomie. Once picked 
up it explodes when the timer over its head reaches 
zero! Dub-jump off the first one to reach Star I then 
dub-jump right to leave the room. Follow this next 
room all the way right and use the Boomie at the 
end to dub-jump to Red Key and drop down right 
to a ladder down. Pass the fan and cross Goomis to 
reach the Boomie; this can then be used to blow 
up the brown box and reach Star 2. You'll need to 
grab another one when it appears to dub-jump up 
to the ladder above and after climbing up, you'll be 
back in the first Boomie room so go all the way left 
and through the red door. Grab the Boomie, run left 
and throw it before you drop down; you can then 
dub-jump using the lower Boomie, then using the 
higher one to reach the top. Drop down and go 
down the ladder where you'll find a Moo Box, so 


Hit the switch once and go right; there's only one 
Boomie in this room but you'll have to keep re¬ 
using it First, destroy the brown box then dub-jump 
up to the arrow block. Put it where the brown box 
was and use another Boomie to destroy it and hit 
the switch, then dub-jump up to the Blue Key. Go 
back to the rotating room and hit the switch again, 
then use the top right door (now open) to get Star 
2. Back in the rotating room again, hit the switch 
twice and leave to the left. Cross straight through 
the next room and go up the vent on the far side of 
the room after; from here bounce up the springs 
and go through the blue door at the top for Star 3 
then drop down to the exit door. 


■ VISION 3-3: Go left and go down the ladder 
and fall down past the fan in the next room. Go up 
In the fan and grab the Goomi on the left on the 
way up then drop down and go left. Take the 
Boomie all the way left to blow up the brown box, 
then go back for another one. Use it to dub-jump up ■ VISION 3-A: Hover-boarding stage. 


grab it and drop down. You're back at the start of 
the level again, so run through the first fan and dub- 
jump to Star 3 and continue all the way right. Dub- 
jump in the third fan to reach the exit door. 

■ VISION 3-S: Drop down either side and 
throw the arrow block right; these affect the blasts 
of Boomies. Place a Boomie next to the arrow and 
when it blows up, the explosion destroys the brown 
box above, so climb up on the left and go right to 
the newly opened passage. Drop down before the 
first fan and grab the Moo Box; use this to float 
down the second fan and reach the Red Key on the 
left and Star I on the right. Leave by the way you 
came in (you need the Flamoo to dub-jump out) 
and open the red door in the bottom left. Pick up 
the arrow block and throw it at the Boomie when It 


just past where the brown box was and go right to 
another Boomie. Use it to destroy the brown box 
and reactivate the fan and use it to go up and left to 
the Red Key. Drop down and grab another Boomie, 
go up in the fan and go right then throw the 
Boomie right. The newly opened route takes you 
back to the first fan so jump in and climb up to the 
starting room again, and take a right through the red 
door. Drop down and use the Boomie to blow the 
fan open, then go up and drop down to the right. 
Pick up the arrow block, take it up the spring and 
place it under the brown box then go back down 
and get another Boomie. Take it up the fan and 
place it next to the arrow block and once it blows, 
drop down for yet another Boomie; use this one to 
dub-jump up to where the brown box was to get 
Star I and go right Into the revolving room. 


SECTION 1: 33 • SECTION 2: 66 • SECTION 3: 100 

■ VISION 3-5: Run right and hit the new ^ 
inflator switch; this will expand or contract the 
special brown blocks so jump up to the new block 
and go right. Continue right and hit the next Inflator 
switch, pick up the Moo Box and climb up. Leave 
the box next to the collapsed block and throw the 
Boomie right from the inflator block on the ground, 
then quickly jump up and left to get past the block. 
You can then take the box to the top level and leave 
it on the switch, allowing you to go through to Star 1 
and the next room. Go up in the vent and climb the 
rope and go left; in the next room you can dub-jump 
up and over using the box and hit the inflator switch. 
Climb back up the rope and drop down the gap, 



starts walking towards you to hit the switch above, 
then continue left using another Boomie to reach 
the Flamoo. Dub-jump to the left and climb the 
ladder, then take the box off the fan and ride it up 
to get Star 2 on the left. Pick up the Boomie and 
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Block the fans by dropping stuff on 
\!y them from above! 
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grabbing the Moo Box on your way down. Leave the 
box here and go hit the switch again, then return to 
the box and throw it left. You can now dub-jump up 
to the Red Key, so pick it up and leave by the way 
you came in. A Moo Box should fall down in the 
next room; use it to float down the vent and go right 
at the bottom where you need to go up in the fan 
and right through the red door. 

Run straight through the next room and go up 
the fan in the next. Go left at the top to get the Blue 
Key, then you'll need to drop down and hit the 
inflator switch as you fall. This means you can use 
the vent to reach the Triple Switches; ail three of 
these need to be hit In a short space of time to 
open a door so hit them, then press the inflator 
switch again and go up the fan and right. Fall down 
here to get Star 2 and leave to the left. Pass through 
the Balance Platforms room again (hit the inflator 
switch so you can leave) and in the next room the 
fan will take you up to the blue door. Hit the Triple 
Switches as you rise in the vent to release a 
Boomie at the top; use it to destroy the brown 
block below and go on through to reach a Moo 
Box. Drop down and put the box on the right hand 
Balance Platform then jump up to Star 3 and fail 
back down. Take the box left and after you collapse 
the brown block using the switch, use the box to 
leave. Jump left out of the fan (it should be blocked 
halfway up) and grab the Goomi to reach the end 
of this level. 

■ VISION 3-6: Auto-scrolling stage. 

SEaiON 1: 33 • SECTION 2: 65 • SEOION 3: 100 

■ VISION 3 - 7 : Go all the way right and go up 
in the fan, then use the Moo Box to float down to 
get Star 1. Go to the bottom and leave the box, 
grab a Boomie and go back up the fan. Use it to 


dub-jump up to the top right ledge and climb the 
ladder. Go up on the moving platform and place the 
Boomie next to the switch and drop down. Go left 
and hit the inflator switch in the next room and 
climb to the top right, where you can pick up a 
Boomie. Carry it ail the way to the bottom left and 
blow up the brown block to continue left. Pick up 
the Boomie and immediately jump and throw It left. 
Drop down and get Star 2 from just below you and 
carry the box left and place in on the Spiker and 
continue out to the right. Jump up to the Boomies 
platform and place it next to the switch then quickly 
get to the first brown block and use the Flamoo to 
jump to the pillar (between the two inflator blocks) 
and when the one in front of you disappears, 
continue down the ladder to the right. Go all the 
way left past the fan and pick up the Boomie; you 
need to place it by the switch and run back to the 
vent and hold right. Get Star 3 and go all the way 
right, up in the fan and then all the way left (past 
the inflator blocks) to the exit. 

■ BOSS: CHIRIN 

Following the trend of this game, this boss is pretty 
easy once you've seen his pattern. Grab a Flamoo 
from the air and when Chirin is about to emerge 
from the ground (one layer of dirt to go), jump over 
him and dub-jump so that you throw the Flamoo 
down onto him. When he falls back down. It will 
rain rocks for a little while but these are easy to 
avoid. Once they stop, you'll see Chirin fly up In the 
distance; run left and right across the area to stop 
him from falling on you! After he falls again, an 
arrow will point to the pillar he is about to come up 
under, so use that to get yourself ready for another 
attack. Use the same strategy to hit him again, then 
avoid the rocks and avoid him falling and hit him 
one more time (no arrow this time, so keep your 
eyes open) to send him packing. 


If a room is going particularly badly or 
you get stuck due to a failed puzzle 
- attempt, use the "Retry" option 
from the Pause menu to return 
everything to how it was when 
you first entered. 


■ VISION 4-1 : Klonoa can't swim, so use the 
Flamoo to clear the pool and wait for it to reappear 
and grab it again. Carry it right over the platforms and 
dub-jump up and go right. Pick up the Flamoo and 
jump over the Spiker when it comes near then dub- 
jump up the other side. Go up over the fountain 
platforms and dub-jump up to Star I at the top, then 
take the Moo left and dub-jump to the next room. Go 
left to the Moo Box and carry it a little way up and 
right so you can throw it left over the little platform, 
and use it to jump up on the far left. Go up the 
fountain platforms to reach Star 2, then take the 
Flamoo right to reach the next room. Drop down and 
hit the Water Switch to drain pool and use the 
Flamoo to reach the Red Key. Use it again to climb 
back up to red door on right and go through. 

Drain the water and jump down and move the 
Moo Box to about I-2 box lengths from the left side 
of the pit. Jump out and hit the Water Switch again, 
grab the Moo and jump to the box; from here dub- 
jump up and continue right. Take Flamoo up on the 
fountain platform to reach the rotating room, where 
you should hit the switch once and go right. Climb 
the fountain platforms to the top and climb the vine 
above the exit door past the Spiker and the two 
Glibz (shell-type creatures that fire at you) and go 
left. Drain the water and dub-jump up to platform 
above then pick up the Flamoo and go left to reach 
Star 3. Now it's a simple trek into the previous room 
to use the exit door at the bottom of the vine. 


■ VISION 4-2: Go right until you reach the 
water switch. Hit it, move the Moo Box to the middle 
at the bottom and jump up to the goal door. 

■ VISION 4-3: This is the first appearance of 
arrows; throw a box or enemy at one of these to 
make it change course, and blue arrows can be 
rotated with a Wind Bullet. Hit the blue arrow once so 
it faces up and dub-jump the box over it; it will carry 
you to the way out. Do the same in the next room 
and go right and hit the inflator switch to open your 
path. Take the Flamoo right and throw it back left at 
the switch to free up the Moo Box in the next room. 
Again, make the blue arrow point up and dub-jump 
over it to get up to Star I then go right and up the 
ladder. Once again the blue arrow must point up; 
dub-jump over it to reach the door and the Flamoo 
you used should hit the switch and open it. Go left, 
getting the Red Key on your way and grab the Teton 
on the far left to reach the red door. 

Hit the switch and go left and down the vine to a 
room with many arrows; make the bottom left one 
face up and dub-jump the Moo Box to ride it round 
to Star 2. Hit the switch and climb the vine to the 
top, where you should make the arrow point up and 
throw the Flamoo at it. Continue up to the right then 
at the top go all the way left past exit door and down 
other side. Make blue arrow point up (again) and 
dub-jump Moo Box to ride it to Star 3. Throw box 
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CHAIN LEHERS 


The chain jump is an important skill, 
especially later on in the game. It 
basically involves performing a 
I series of dub-jumps while in 
mid-air and can get you to a lot 
of othenA/ise inaccessible areas. 


right and use it to get back out the way you came in 
then hit the switch and climb the stairs to the exit 


■ VISION 4-4: Hover-boarding stage 

• GEM COUNT: 

SECTION 1: 33 • SECTION 2: 66 • SECTION 3: 100 


■ VISION 4-B: Use Boomie to reach the water 
switch and hit it; grab another Boomie, throw it right, 
then quickly raise the water, grab it, jump and throw it 
right to destroy the block and go right Point blue 
arrow up and dub-jump the box over It to turn it into a 
handy lift. From here, grab the Boomie and throw It 
left to clear another block and go left. Drain water and 
throw the Boomie left to get it caught in the arrows, 
then quickly take IVloo left and use it to reach Star 1. 
Pick up Boomie and throw it left, then go left and up 
and leave to the top left. Make blue arrow point up 
and dub-jump the arrow block over it and use it to 
take Boomie right Into the alcove. Leave it there and 
carefully grab arrow block mid-flight and throw it right 
to destroy the block. Grab another Boomie, dub-jump 
it over the arrows and collect it from the other side to 
reach top right. Take Boomie up fountain platforms to 
clear a path. Dub-jump to Red Key and carry on to 
right. Use Boomie to destroy the block in the ground 
and go down and left. 

Make blue arrow face left and drop down. Throw 
arrow block right at ground level and climb vine to block 
its path; it should fall to ledge by the switch - drop 
down and position it a little closer. You then need to do 
the same with Boomie, only this time you must catch it 
out of mid-air or you'll be blown up. Place it by the 
arrow block and drop down to get Star 2, then leave by 
way you came in. Use Boomie to dub-jump up to red 
door and go right; drop down and drain the water then 
place the arrow block directly below the brown block. 
Run and get a Boomie and quickly place It on top of the 
arrow block and raise the water again. Now get the Blue 


■ VISION 4-’7: Throw Moo at the arrow (past 
the Spiker) to drain water, then take another Moo 
left and leave room. Hit blue arrow until it points up 
and dub-jump Moo Box over it to ride through the 
fan then use it to pass under waterfalls to Red Key. 
Leave by way you came in and go right through red 
door. Drain water, drop down and pick up Moo Box 
on the right and jump up to highest left hand 
platform, jump and throw block right. It will block 
the fan so drop down and throw the other box right 
and take the Flamoo all the way left to reach Star 1 
and next room. Go up ladder then go left and place 
Moo Box over spikes. Drop down and get Blue Key 
and wait for the Moo to come to you then use it to 
reach the door; another Moo will fall shortly and 
wander over the switch to open the door for you, so 
grab Star 2 and go back out. Head right and go up 
fan and through blue door and out the right side. 
Make blue arrow face up and dub-jump the box over 
it to ride it; do this at right time and the box will 
land on grated platform. Ride this to the Green Key 
and leave to the left. 

Take Moo Box down and block fan, then open 
green door and use the Flamoo to hit water switch 
and go right. Point blue arrow up and ride the Moo 
Box up; jump off and right at the top and take it 
back. Do the same with the next blue arrow, only 
this time stay on it as it goes up and down and 
throw the Flamoo at the red arrow on the right to 
drain the water and go right. Grab Moo Box and 
float down the fan, then throw box left. Jump and hit 
the blue arrows so that the bottom one points up 
and the top one points left and throw the Moo at 
the bottom one to drain water. Drop down and get 
another Moo and go left to get Star 3 and leave 
through green door. Open next green door and 
throw the Moo Box right; continue left and jump 
over to the exit door. 


■ BOSS: MEDIM 

You can only hit Medim by throwing an enemy 
around the system of arrows around him as he has 
to be hit from above, so when he spits out Moo 
bubbles, grab one and throw it round the loop of 
arrows next to him to hurt him. Once you've hit him 
he vanishes, and he flies out of the background 
towards you three times. He flies to the ppposite 
side of the platform to that which he appears on. If 
you see him on the horizon on the left, stand on the 
left because he'll fly in on the right The only 
exception is when he appears in fh@ centre... he'll 
fly straight down the middle so stick to the sides! 


Eventually he'll reappear on the platform with some 
more arrows but this time the second arrow will be 
moving, meaning that you'll have to time when to 
throw the Moo well. The best way to hit him this time 
is to throw the opposite way to where he is; you've 
got a better chance of hitting him. Once you do, he'll 
vanish again and fly at you a few more times before 
reappearing one more time and this time it's the top 
arrow that moves. He has a new attack that he uses 
now - he slams down on the platform sinking one 
end, but stay away from him and he probably won't 
do this much! Throw a Moo underneath him as the 
top arrow is about halfway across (moving towards 
him) and it should hit him for the third and final time. 








Key at the top and leave to the left. Drop down and 
go right through the blue door, where you need to 
dub-jump the Boomie over the arrow and grab it 
back at the top. Throw it right to destroy the block 
then hit the water switch and repeat the pattern, only 
this time use the Boomie to dub-jump over the 
drained pool to get Star 3:* Leave by the way you 

came in and use the exit in the _ 

previous room. 


■ VISION 4-6: 
Auto-scrolling stage 

• GEM COUNT: 

SECTION 1: 34 • SECTION 2: 67 • 
SECTION 3: 100 




© Wind bullets are what you need to turn the blue 
arrows in a different direction. 
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collect block then take it up on moving platform on 
left and throw it right from grated platform. Hit the 
switch and jump over to the inflated block and grab 
Flamoo; dub-jump over the gap to throw it down and 
inflate the platform you are jumping to. Do the same 
with the block, back across to the left and up to reach 
Star 1. Repeat the process to get the block back to the 
pipes on the right and use it to jump up and right into 
the next room. Run through this room (unless you 
need all the gems), and in the next room use the 
Flamoo to get on top of the bridge. Cross to the right 
and throw the block left so it hits the Spiker, then 
drop down and use it to pass under the waterfall and 
get Star 2. Head right to leave, then quickly grab the 
Moo and run to the door. Throw it left to hit the 
switch and get through, then climb the chain and 
throw the Magnet Block left. Pick it up at the bottom 
and throw it right from the raised platform (so it hits 
the switch), then pick up a Moo and follow it shortly 
after. Use the block to pass under the waterfall and 
jump up to the Red Key, then head back to the room 
with the one-way door and jump up to the red door 
on the left. 

Avoid the shots from Clibz and grab it, then go left 
a little and dub-jump up to Magnet Block on platform 
above. Place this on left of white block and climb the 
chain, then grab it at top and dub-jump to the exit on 
left. Make sure inflator switch is pressed (darkened), 
jump and place the Magnet Block on left side of the 
white block then jump on the moving platform and 
collect block again. Take it to top and throw it left then 
drop down with It. Throw it right so it sticks then drop 
down and hit switch again. Go up in fan on left and 
drop down again to get Star 3, then drop down (take 
Magnet Block with you) and hit switch again. Take 
block all the way left so that it covers vent and go 
back and hit the switch again. Now go back to block, 
pick it up, stand on vent and throw It right. You'll rise 
for a few seconds then the block will hit the switch 
and you'll fall back down to the goal door. 


make your way over to it to get Blue Key. Go back 
through Door 8 and drop down to blue door and Door 
9, which leads back to the start room so grab the 
block and use it to get up to the exit door on left. 

■ VISION 5-3: Go up in the fan and go through 
Door 4. Drop down carefully to the right and pick up 
Magnet Block; stick it to the right of white block and go 
back up in vent. Grab a Boomie and drop down to new 
ledge and throw it left then drop and throw it left again 
to destroy the block, then go left through Door 1. Drop 
to bottom right and make blue arrow point up then 
drop down and pick up bottom Moo. Climb up and 
jump to throw it left at arrow, then quickly take other 
Moo and dub-jump (the Moo should hit the second 
switch) and hit third switch as you fall. This opens the 
door at the bottom so go through and take block and 
dub-jump in the vent to reach Door 3. Drop down and 
right and go through Door 5 to another puzzle room. 

Drop to the bottom and take Magnet Block; attach it to 
white block on roof and make your way back up. Throw 
arrow block left then drop down and cover fan with it. 

Retrieve Magnet Block from the roof and place it on the 
left side of the pit with the Boomie in then take arrow 
block and place it in the gap on far left. You can now 
collect a Boomie; throw it left from top to open the 
door, so collect Star 1 and leave. 

Drop down and left and place Moo Box on the 
Balance Platform; this will raise the one on left so 
climb up and go through Door 2. Jump over and take 
Magnet Block and drop down, then throw it left and 
follow it. Make bottom arrow point up and throw 
block into it, then go back right. Dub-jump the Moo 
over the arrow and collect it at the top. Do this again 
to cross over to left and pick it up again to get up to 
Magnet Block. Take this up and right to get Star 2 and 
leave through Door 2 again. Jump right and go back 
through Door 3 and drop back down to Triple 
Switches. Take block right and drop it on edge of the 
platform, where you can dub-jump on it using a Moo 
to reach Door 6. Take Moo Box left and make the two 
blue arrows on the far left point up and dub-jump over ■ VISION 5-6: Auto-scrolling stage, 
lower one to ride up to Door 7. Take block down in the 

fan and go left, where you can dub-jump up to Star 3, SECTION 1: 35 • SECTION 2: 65 • SECTION 3:100 
then go up in the fan to the exit door. 

■ VISION 5-7: Ignore first room and head 

■ VISION 5-4: Hover-boarding stage. right. Run right to Moo Box and place it on raised 

platform to right of it then go back and throw Magnet 
SECTION 1: 33 • SECTION 2: 66 • SECTION 3:100 Block right. Put it on right of white block and jump up 

onto blue pipe in the middle, then grab block again 

■ VISION 5-5; Run all the way right and use and throw it right to get to Star 1 . Drop down and use 

Teton to go up and continue right. Run right and box to leave to the right. Hit inflator switch and use the 


IMPERIAL CITY: 
LELJIMBA 


■ VISION 5-1 : Pick up Magnet Block (carry to 
green one to a white one and it will stick there) and 
go left, jumping over everything to reach the next 
room. Climb up using Magnet Block and jump right 
to get Star I then go left again. Go up on far left 
moving platform and use the Moo to reach exit on 
left. Throw Magnet Block left and use it to reach Red 
Key, then leave. Drop all way down and go left 
through red door; use Magnet Block on far left 
(attach it to left side of white blocks) to reach Star 2 
then use it on right and jump up and go right. Hit 
Inflator switch and go to top right; the fan is now 
blocked. Cross it and get Star 3 and continue right 
through rotating room (there are gems in one side 
room; if you want them, hit switch twice) and out 
other side. Open red door and throw Magnet Block 
right, then jump down and throw it right again; it'll 
stick to white block and you can reach the exit door. 


■ VISION 5-S: Throw the Magnet Block left 
and go through Door I. Hit the inflator switch and go 
through Door 2, then through Door 3 and finally 
through Door 4. Go right and use Magnet Block to 
stop fan and get Red Key then take it up on spring to 
get Star I. Climb chain and open red door then go 
through Door 5. Use the Flamoo to get to top then 
dub-jump to throw second Flamoo down to hit 
inflator switch and get Star 2. Go back through Door 5 
and then through Door 4; block on the right will be 
gone, so climb up to Door 6 and go through. Take 
Magnet Block left and use it with white block to 
make a ledge. Throw arrow block to this new ledge 
and grab Boomie; wait for timer to hit 2 and throw it 
right then climb back up and drop down to Door 7. 
Use Magnet Block on right and jump over to the left, 
where you should use Flamoo to reach Star 3. Hit 
switch then jump and throw block right so that the 
two are stacked and dub-jump over to Door 8. Take 
Magnet Block up to top right and throw it left, then 

















■ BOSS: EMPEROR JILLIUS 

Carry a Moo when possible for this boss encounter. 
When Jillius shoots a white energy ring at you, throw a 
Moo at it to send it flying into the big red eyeball. 

When this gets hit, it turns the stage upside down and 
takes over attacking you. Avoid fireballs and throw an 
enemy at the two smaller eyes If they try to attack. 
When the big eye swoops down, throw a Moo at it to 
hurt it; this Is the only time the boss actually takes any 
damage! The stage will revert to normal and Jillius will 
take over, but now he has a new attack - lightning 
strikes from the top of the screen. You can see where it 
will strike shortly before it does, so get in a safe spot 
and wait for your chance. Repeat pattern until you've 
hit the big eye three times and the battle will be won. 

■ FINAL BOSS: BAGOO, KING 
OF DESPAIR 

The floor keeps you constantly moving, so 
compensate as best you can. When he finally forms, 
he will have one of three different coloured faces. This 
corresponds to the colour of the Moo you have to 
throw at him to hurt him. This changes after a short 
time and also changes instantly if you hit him with the 
wrong colour enemy so there's a strategy here: kill all 
Moos until one of the correct colour appears; or grab 
an enemy of any colour and wait for his face turn that 
colour (this works best later on when he changes a 
lot). Occasionally (when he pauses) a fireball will fly 
along the ground so jump it and once you manage to 
hit him, he will melt and leave some slime and a 
wheel. Throw a Moo of any colour at the wheel to 
hurt him. After this (and from now on as you try to 
fight him) things will fly up the screen but like Jillius' 
lightning, these are quite easy to avoid as you can see 
where they are going to come from. He also has 
another attack where he disappears into the 
background and flies towards you (the same as in the 
Medim boss battle in the last stage) but this Is also 
pretty easy to keep away from. Avoid these until he 
reappears and repeat the pattern to hit him another 
two times to finish the boss and to finish the game! 
Finish?! Well, almost... 


Flamoo to climb to the top where you should get the 
Red Key; drop down and open the red door with it. 
Take the Magnet Block and throw It at the red arrow; 
this will now hit the inflator switch again and again. Use 
these blocks and the Flamoo to get up to the Boomie 
then drop down and blow up the brown block. Use the 
fan to get up to the top and drop down to get Star 2 
and go back left, using the bouncing block to get out 
and make your way back to the rotating room again. Hit 
the switch again and go right through the red door, 
then drop down and make the bottom blue arrow 
point right and dub-jump to throw the Moo down on 
the up arrow. It should start flying round the loop of 
arrows so catch It and use it and dub-jump to the 
middle, throwing it back down on the arrow. Catch it 
again and jump to the far right; it doesn't matter where 
it falls this time. 

Go all the way right and get a Boomie, then leave 
it in the middle of the platform just to the left. Drop 
down to the right and take the arrow block left; 
dub-jump and ride It up, then quickly get off and 
grab it at the top. Throw it right from here to hit the 
Boomie and activate the switch, then drop down 
and get the Blue Key. Make your way back to the 
rotating room again (you'll need to set up the loop 
for the Moo again), hit the switch and go left 
through the blue door. Before you get the Boomie, 
drop down and get Star 3 from where the Moos are 
spawning. Head back to the Boomie and carry it all 
the way to the bottom; at the end, dub-jump over 
the one-way gate and pick up the Boomie while 
actually standing in the gate to hold It open. Throw 
it left from here and wait for it to blow, but don't 
move until it does! In the next room, hit the switch 
and make the blue arrow face left. Drop down and 
pick up the Moo then dub-jump up to the platform 
on the right, throwing it down on the blue arrow. 
Catch it when it come around again and dub-jump 
over to the inflated blocks around the door; again, 
the Moo must be thrown down onto the arrow. Stay 
on the right hand block and hold left, and when the 
Moo hits the switch you will be right on top of the 
exit door. 


i Last auto-scroliing stage before 
' final bosses - grab those gems! 


■ Start by dub-jumping all the way up the platforms, 
hitting the inflator switch on your way to release more 
Moos. From the top go all the way right past the fan 
and hit the switch. Stand on the block that now 
obstructs the fan and jump to the Goomi when it 
comes down. Get off and go right at the top, grabbing 
Teton on your way down to carry you over the big gap. 
Dub-jump up using the Flamoo on the far side to get 
Star 1 and continue right. The next room is where it 
really starts getting nasty so dub-jump using the 
Flamoo, making sure it hits the inflator switch on the 
way down and land on the new platform. From here 
you have to chain jump across the next two enemies, 
throwing the last one down onto another switch and 
landing on the new platform again (you may need to 
grab the second Flamoo twice; to do this, throw 
yourself past it once then turn round and grab it as It 
respawns to dub-jump to the platform) and from here 
it's just a quick jump right into the next room. Again, 
it's chain jumping time so jump up the three Flamoos 
to the small blue platform (use the last enemy twice 
again if you need to) and use the Goomi to cross over 
the hill to the right. Wait here on the blue platform for 
a moving Goomi to come along and grab it, jumping 
over the Spikers and catching it again on the other 
side. Jump from the Goomi to the right and chain jump 
off the Flamoo to reach Star 2 and leave to the right. 

Follow this room until you reach the spring, where 
you should pick up the Flamoo and use the spring. 
Dub-jump at the top to reach the next room, where 
you need to chain and dub-jump all the way along 
the top of the room to reach the exit and Star 3. In 
the next room, dub-jump to the grated platform and 
you'll need to catch the Moo as he falls to dub-jump 
up three separate times to reach the top. Head right 
from here to reach the goal. 
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■ Go up and place Moo Box on the switch then pick up 
Boomie, drop to lower left platform and throw it left 
through door before it closes. Take box off switch and 
wait on left with it; when new Boomie walks over 
switch, throw the box left and quickly jump after it Take 
it all the way left and jump up to doorway. Hit the switch 
in rotating room twice and continue left and use the 
Moo then the Flamoo to reach spring in the next room; 
take another Flamoo up on the spring with you to reach 
top and climb ladder. Go up fan and past box and drop 
down, hitting switch at the bottom then go back up fan. 
Grab box and run left out of fan and as you start to drift 
down, dub-jump up to left and go up on the moving 
platform. Then comes the combination of Triple 
Switches and disappearing platforms- tricky! Stand on 
left side and quickly jump across all three platforms, 
grabbing Flamoo on way. From the third, jump left to 
block between first and second platforms and dub-jump 
over left hand switch. Catch Flamoo as it reappears and 
slam it down on middle switch and quickly drop down 
and hit third with a Wind Bullet. Once door is open, drop 
down and throw Moo Box left, then take it up on 
moving platforms to the top of previous puzzle section. 
Jump across to second block (between last two 
disappearing platforms... don't mind Flamoo as box kills 
it) and jump on the last platform to make it disappear 
then jump slightly and throw the box right through door. 
Follow it and grab box as you drop down, then leave it 
on switch to open door. Go through and drop down to 
bottom left, use Flamoo to dub-jump up to Teton; ride it 
up and right to second one; grab ASAP to reach Star 1. 

Drop down to left and go down ladder, but don't hit 
switch in rotating room just yet; go left and get Blue Key 
first. Return once you have it and hit switch once, to go 
right to another nasty Triple Switch section. This time the 
switches are quite spaced out, so hitting them all quickly 
is difficult. Take Moo Box right, jump onto a lower blue 
platform and throw it left. Go to it and position it so it 
slightly hangs off left of left disappearing platform. Once 
it's in place, grab Moo and jump on top of box. First, 
jump to top disappearing platform and quickly fall down 
just next to box, then get back on top of box, throw the 
Moo left and jump to hit switch on right with a Wind 
Bullet. If done correctly, box will fall and hit third switch 
and door will open, so go left to Red Key and go back to 
rotating room. Hit switch and drop down and you fall 
into another rotating room; leave switch and go right into 
first room again. Get to Boomie and use it to dub-jump 
up from box to reach a blue door and Star 2. 

Go left and hit the switch twice in the rotating room 
to go left. Dub-jump up right and open the red door, 
then go up in the fan but be sure to grab the Goomi on 
left to get out of it; if you don't, you'll need to go through 
the two rotating rooms again (hit both switches twice) to 
get back. Jump left and hit switch to release the Boomie 
above and go through one-way gate. It should fall down 
the hole above spring (if this is blocked you need to hit 
the inflator switch on bottom left and destroy Boomie so 
it respawns up the top. Follow it as it falls to bottom right 
and use it when it is very near brown block (timer is very 
short) to free up Moo Box. Take box left, jump up to 


inflated block and up to right, then throw it right. Drop 
down and dub-jump after it and throw it right again to 
block fan and get Star 3. Go back left and hit inflator 
switch again, then leave to bottom right. Run back into 
room, grab Moo Box and run left. This is a race against 
time to redirect the wandering Boomie to bottom left 
corner in order to get to the exit door. Take box all the 
way to inflator switch, which you should hit then climb 
up blocks to left. Stand on edge of top left platform 
and a Boomie will walk over the block you're holding; 
quickly drop down into pit. Stand just left of middle 
and Boomie should hit box and turn around. Leave 
box here and follow Boomie left, then grab it when it 
is as far left as possible. Drop it by the brown box and 
leave through the exit door once it's accessible. 


■ Cross bridge and collect six extra lives (loads more 
littered around this level) and go right. Chain jump up 
Fiamoos then use Moos to dub-jump round outcrops 
and leave to top right. Chain jump up Fiamoos here; 
sometimes you need to flap and wait for one to 
reappear to get high enough. The exit is in the top left; 
next room is more dub-jumping round outcrops, this 
time you may have to grab Moo on ledge above too 
as you can't always reach platform. At top are Fiamoos 
to chain jump up and Star 1 is at very top. Grab it and 
go right. Next room is about throwing enemies down 
as you dub-jump; make sure they always hit arrows 
below! Dub-jump to the ledge, catch the enemy as It 
bounces, jump over and catch it on the other side. This 
is tricky, but stick at it and you should get it! A few 
nasty jumps later and you'll be in the next room; this is 
very similar to the last only this time with a Boomie for 
added danger! Dub-jump up to middle platform and 
catch Boomie from the loop then dub-jump up to 
right by blue arrow. Wait for Boomie to explode and 
hit arrow until it faces right. Now you'll have to be a lot 
quicker to catch the Boomie once you reach the 
middle, as it doesn't loop anymore. Jump over to right 
and slam it down and it'll come back round at you and 
you'll have to catch it face-on. Do so and dub-jump 
one last time up to the exit. 

Here's where the fun really begins. There are 
staircases made of arrows and you need to throw an 
enemy down, move right, catch it and throw it down 
again until you reach far side. The first set isn't overly 
difficult as the arrows are quite close, but the arrows in 
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Fl World Grand Prix 

Racing 

V System 

04 

74% 

FI8 Thunderstrike 

Simulation 

Take 2 
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28% 

FA Premier League Stars 

Sports 

EA Sports 

19 

60% 

FIFA 2000 

Sports 

EA Sports 

07 

73% 

Final Fantasy Adventure 

RPG 

SunSoft 

01 

85% 

Final Fantasy Legend 

RPG 

SunSoft 

01 

78% 

Final Fantasy Legend II 

RPG 

SunSoft 

01 

86% 

Final Fantasy Legend III 

RPG 

SunSoft 

01 

90% 

Fish Files, The 

Adventure 

Microids 

22 

89% 

Flintstones: Burgertime In Bedrock 

Arcade 

Virgin 

12 

43% 

Flipper & Lopaka 

Platform 

Ubi Soft 

16 

80% 

Fort Boyard 

Adventure 

Microids 

22 

52% 
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Sports 

Ubi Soft 

19 

68% 

Frogger 

Arcade 

Take 2 

02 

80% 

Frogger 2 

Arcade 

Hasbro 

13 

80% 
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Arcade 

Nintendo 

02 

92% 

Game Boy Gallery 3 

Party 

Nintendo 

09 

85% 

Gex 3: Deep Pocket Gecko 

Platform 

Eidos 

08 

87% 

Gex Enter fVie Gecko 

Platform 

Interplay 

02 

90% 

Ghosts 'N' Goblins 

Platform 

Capcom 

19 

78% 

Gift 

Adventure 

Cryo 

15 

63% 

Godzilla: Monster Wars 

Shoot-'em-up 

Ubi Soft 

16 

66% 

Golden Goal 

Sports 

Tarantula 

05 

76% 

Grand Theft Auto 

Adventure 

Rockstar 

06 

62% 

Grand Theft Auto 2 

Adventure 

Rockstar 

14 

90% 

Gremlins: Unleashed 

Platform 

Koch Media 

23 

82% 

Grinch, The 

Arcade 

Konami 

14 

90% 

Hands of Time 

Adventure 

Virgin Int. 

19 

770/0 

Harry Potter And The Philosopher's Stone 

RPG 

EA 

24 

790/0 

Han/est Moon 

RPG 

Nintendo 

02 

93% 

Harvest Moon 2 

RPG 

Ubi Soft 

16 

890/0 

Harvest Moon 3 

RPG 

Ubi Soft 

28 

860/0 

Hello Kitty's Cube Frenzy 

Puzzle 

Ubi Soft 

15 

580/0 

Hercules 

Adventure 

Virgin Int. 

19 

740/0 

Hexite 

Puzzle 

Ubi Soft 

02 

750/0 

Hollywood Pinball 

Puzzle 

Take 2 

02 

640/0 

Hot Wheels: Stunt Track Driver 

Racing 

Mattel 

11 

850/0 

Indiana Jones: Infernal Machine 

Adventure 

THQ 

18 

890/0 

Inspector Gadget 

Platform 

Ubi Soft 

14 

72o^ 

International Karate 

Beat-'em-up 

Studio 3 

07 

92% 

International Superstar Soccer 

Sports 

Konami 

01 

790/0 

ISS Pro '99 

Sports 

Konami 

05 

780/0 

Jeremy McGrath: 2000 

Racing 

Acclaim 

12 

550/0 

Jeremy McGrath Supercross 

Racing 

Acclaim 

09 

710/0 

Jim Henson's Muppets 

Platform 

Take 2 

09 

750/0 

Joust/Defender 

Arcade 

Midway 

04 

750/0 

Jungle Book: Mowgii's Wild... 

Platform 

Ubi Soft 

14 

90%^ 

Keep The Balance! 

Puzzle 

JoWood 

24 

690/0 

Kirikou 

Platform 

Wanadoo 

25 

8 O 0/0 

Klax 

Puzzle 

Midway 

04 

520/0 

Kluster 

Puzzle 

Infogrames 

03 

580/0 

Konami Collection 4 

Party 

Konami 

12 

550/0 

Legend of the River King 2 

RPG 

Ubi Soft 

17 

820/0 

Lego Alpha Team 

Strategy 

Lego Int. 

15 

80% 

Lego Racers 

Racing 

Lego Int. 

15 

790/0 

Lego Stunt Rally 

Racing 

Lego Int. 

15 

830/0 

Lion King: Simba's Adventure 

Platform 

Activision 

15 

790/b 

Little Mermaid 2: Pinball Frenzy 

Puzzle 

Ninterfdo 

15 

8 O 0/0 

Little Nicky 

Platform 

Ubi Soft 

22 

660/0 

Logical 

Puzzle 

THQ 

02 

780/0 

Looney Tunes 

Platform 

SunSoft 

02 

8 O 0/0 

Looney Tunes Martian Alert 

RPG 

Infogrames 

10 

900/0 

Looney Tunes Martian Revenge 

RPG 

Infogrames 

1^5 

8 OO /0 

Looney Tunes Racing 

Racing 

Infogrames 

19 

750/0 

Lucky Luke 

Platform 

Infogrames 

04 

81% 

Magical Tetris Challenge 

Puzzle 

Disney 

09 

8 10/0 

Mario Golf 

Sports 

Nintendo 

05 

950/0 

MarioTennis 

Sports 

Nintendo 

15 

950/0 

Mary Kate & Ashley Get A Clue 

Puzzle 

Acclaim 

28 

670/0 

Mary Kate & Ashley Winner's Circle 

Sports 

Acclaim 

28 

550/0 

Mat Hoffman's Pro BMX 

Sporfe„ 

Activision 

18 

95% 

Matchbox: Emergence Patrol 

Simulation 

THQ 

19 

790/0 

Maya the Bee 


Acclaim 

04 

82o/o" 

Maya The Bee: Garden... 

RPG 

Bonsai 

15 

500/0 

Megaman Xtreme 

Platform 

Capcom 

19 

890/0 

Men In Black 

Shoot-'em-up 

Interplay 

02 

80% 

Men In Black 2 

Platform 

Crave 

11 

42% 

Merlin 

Platform 

EA 

15 

540/0 

Metal Gear Solid 

Adventure 

Konami 

09 

94% 

Mickey's Racing Adventure 

Racing 

Nintendo 

07 

95% 

Micke/s Speedway USA 

Racing 

Nintendo 

17 

900/O 

Micro Machines 

Racing 

Codemasters 

01 

910/0 

Micro Machines 1 & 2: Twin... 

Racing 

THQ 

08 

930/0 

Micro Maniacs 

Racing 

THQ 

22 

590/0 

Mission Bravo 

Strategy 

THQ 

19 

65% 

Mission Impossible 

Racing 

Infogrames 

07 

900^ 

Monkey Puncher 

Platform 

Ubi Soft 

15 

8 O 0/0 

Monopoly 

Board Game 

Konami 

01 

900/0 

Monsters, Inc. 

Adventure 

THQ 

25 

70% 







% 





The complete listings of 

TOTAL ADVANCE 


^ 8 ^ 


RPG 


Simulation 


Sports/Racing 


Strategy 


Star Game 


















































1 GAME NAME 

GENRE 

PUBLISHER 

ISSUE 

RATING 1 

Montezuma's Return 

Pl^orm 

Take 2 

01 

79% 

Moomin's Tale 

Adventure 

SunSoft 

09 

82% 

Moon Patrol/Spy Hunter 

Compilation 

Midway 

04 

60% 

Mortal Kombat 4 

Beat-'em-up 

Midway 

02 

51% 

Mr Driller 

Arcade 

Namco 

16 

80% 

Mr Nutz 

Platbrm 

infogrames 

06 

70% 

Ms Pac-Man: Speed Colour... 

Puzzle 

Namco 

06 

85% 

MTV Sports Skateboading 

Sports 

THQ 

13 

46% 

Mummy, The 

Platform 

Konami 

14 

90% 

Mummy Returns, The 

Platform 

Vivendi 

18 

78% 

Mystical Ninja 

RPG 

Konami 

01 

60% 

NBA In The Zone 2000 

Sports 

Konami 

10 

85% 

NBA In The Zone 

Sports 

Konami 

04 

480/0 

New Addams Family, The 

Adventure 

Microids 

22 

630/0 

NFL Blitz 

Sports 

Midway 

04 

830/0 

NHL 2000 

Sports 

EA Sports 

08 

670/0 

NHL Blades Of Steel 

Sports 

Konami 

04 

510/0 

No Fear: Downhill Biking 

Racing 

THQ 

22 

49% 

Noddy And The Birthday Party 

Adventure 

BBC 

08 

72% 

NY Race 

Racing 

Koch Media 

23 

80% 

O'Leary Manager 2000 

Sports 

Ubi Soft 

11 

850/0 

Oblex 

Platform 

Infogrames 

04 

890/0 

Odd World Adventures 

Platform 

GT Interactive 

02 

850/0 

Odd World Adventures II 

Platform 

GT Interactive 

05 

87o^ 

Pac-Man: Speed Colour Edition 

Arcade 

Namco 

05 

820/0 

Paperboy 

Arcade 

Midway 

04 

620/0 

P«iedtO«lc 

Shodt‘’em-up 

Nintenm 

11 

94%' 

Pitfall: Beyond The Jungle 

Platform 

Virgin 

03 

81% 

Player Manager 2001 

Sports 

THQ 

17 

850/0 

Pocket Bowling 

Sports 

Jaleco 

05 

52% 

Pocket Racing 

Racing 

Virgin 

13 

540/0 

Pocket Soccer 

Sports 

Nintendo 

18 

8 O 0/0 

Pok^mon Gold/Silver/Crystal 

RPG 

Nintendo 

16/20 

950/0 

Pok 6 mon Pinball 

Puzzle 

Nintendo 

13 

850/0 

Pok^mon Red/Blue 

RPG 

Nintendo 

04 

850/0 

Pok 6 mon Trading Card Game 

RPG 

Nintendo 

14 

870/0 

Pok 6 mon Yellow 

RPG 

Nintendo 

10 

950/0 

Pong 

Arcade 

Take 2 

11 

750/0 

Pop 'N' Pop 

Arcade 

JVC 

12 

770/0 

Powerpuff Girls: Bad Mojo Jojo 

Ptatform 

Ubi Soft 

18 

780/0 

Powerpuff Girls: Battle Him 

Platform 

Ubi Soft 

19 

8 O 0/0 

Powerpuff Girls: Paint The Town... 

Platform 

Ubi Soft 

19 

80% 

Power Quest 

Beat-'em-up 

SunSoft 

01 

850/0 

Power Rangers: LSR 

Platform 

THQ 

15 

720/b 

Prince Naseem Boxing 

Beat-'em-up 

THQ 

20 

70 

Prince Of Persia 

Platform 

Red Orb 

04 

900/0 

Pro Pool 

Sports 

Codemasters 

10 

70% 

Project S-11 

Shoot-'em-up 

SunSoft 

13 

750/0 

Puchi Carat 

Puzzle 

Taito 

10 

650/0 

Quest For Camelot 

RPG 

Titus 

02 

840/0 

Rainbow 6 

Strategy 

Red Storm 

08 

820/0 

; Rainbow Islands_ 

Platform 

TDK 

19 

870/b 

Rampage World Tour 

Arcade 

Midway 

02 

580/0 

i Rayman 

flWrm 

- osisir 

0'7 

900/0 

Rayman 2 - The Great Escape 

Platform 

Ubi Soft 

27 

8 O 0/0 

RC Pro-Am 

Racing 

Nintendo 

01 

830/0 

Ready 2 Rumble Boxing 

Sports 

Midway 

07 

73% 

Reservoir Rat 

Platform 

Take 2 

02 

840/0 

Resident Evil Gaiden 

Adventure 

Virgin 

24 

830/0 

Return Of The Ninja 

Platform 

Ubi Soft 

17 

830/0 

Revelations: The Demon Slayer 

RPG 

Atius 

05 

890/0 

Rhino Rumble 

Platform 

Telegames 

26 

77% 

Road To El Dorado 

Platform 

Ubi Soft 

11 

770^ 

Robin Hood 

Adventure 

EA 

16 

830/0 

Robocop 

Shoot-'em-up 

Titus 

20 

79 

Robot Wars 

Bash-'em-up 

BBC Int. 

14 

750/0 

Rocket Power 

Sports 

THQ 

18 

520/0 

Roland Garros French Open 

Sports 

Cyro 

12 

6 OO /0 

Ronaldo V-Football 

Sports 

Infogrames 

07 

650/0 

Roswell Conspiracies 

Adventure 

Ubi Soft 

18 

8 OO /0 

R-Type DX 

Shooter 

Infogrames 

04 

6 OO /0 

Rugrats In Paris 

Puzzle 

THQ 

15 

710/0 

Rugrats The Movie 

Platform 

THQ 

02 

870/0 

Rugrats: Time Travellers 

Platform 

THQ 

06 

72% 

Rugrats: Totally Angelica 

Puzzle 

THQ 

13 

710/0 

Sabrina: Spooked 

Platform 

Vivendi Universal 

24 

690/0 

Sabrina The Teenage Witch... 

Platform 

Havas Int. 

15 

6 OO /0 

Santa Claus Junior 

Platform 

JoWood 

24 

830/0 

Scooby Doo: Classic Creep... 

Adventure 

THQ 

17 

770/0 

Scrabble 

Puzzle 

Ubi Soft 

24 

920/0 

Shadowgate Classic 

RPG 

Kemco 

03 

480/0 

Shanghai Pocket 

Puzzle 

SunSoft 

01 

790/0 

Shaun Palmer Pro Snowboarder 

Sports 

Activision 

25 

850/0 

Shelly Club 

Puzzle 

Vivendi 

26 

820/0 

Shrek: Fairytale Freakdown 

Beat-'em-up 

TDK 

19 

710/0 

Simpsons: Treehouse of Horror 

Platform 

THQ 

17 

70o^ 

Smurf's Nightmare, The 

Platform 

Infogrames 

03 

780/0 

Snoopy Tennis 

Sports 

Infogrames 

19 

850/0 

Snow Cross 

Sports 

Vicarious 

23 

300/0 


Adventure 


Arcade 


Kill-’em-up 


Platform 


Puzzle 
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1 % 
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92 ^Eiil 


1 GAME NAME 

GENRE 

PUBLISHER 

ISSUE 

RATING 1 

Snow White And The Seven Dwarves 

Adventure 

Ubi Soft 

24 

60% 

Soccer Manager 

Sports 

Acclaim 

n 

69% 

Space Invaders 

Shoot-'em-up 

Activision 

06 

69% 

Space Station Silicon Valley 

Platform 

Take 2 

05 

90% 

Speedy Gonzales: Aztec... 

Platform 

Infogrames 

09 

75% 

Spider-Man 

Platform 

Activision 

13 

89% 

Spider-Man 2: Sinister Six 

Platform 

Activision 

19 

88% 

Spirou: The Robot Invasion 

Platform 

Ubi Soft 

10 

86% 

Spongebob Squarepants 

Platform 

THQ 

18 

80% 

Spy Vs Spy 

Arcade 

Kemco 

04 

77% 

Star Wars: Episode 1 Racer 

Racing 

LucasArts 

07 

93% 

Star Wars: Obi Wan's... 

Adventure 

THQ 

15 

85% 

Star Wars: Yoda Stories 

RPC 

LucasArts 

08 

84% 

Stranded Kids 

RPG 

Konami 

08 

79% 

Streetfighter Alpha 

Beat-'em-up 

Capcom 

08 

85% 

Stuart Little: The Journey Home 

Adventure 

Activision 

21 

77% 

Super Breakout 

Puzzle 

Take 2 

02 

70% 

Super Mario Bros DX 

Platform 

Nintendo 

03 

94% 

Super Marioland 2 

Platform 

Nintendo 

01 

90% 

Super Return of the Jedi 

Platform 

LucasArts 

01 

72% 

Supercross 

Racing 

Infogrames 

14 

88% 

Supreme Snowboarding 

Sports 

Infogrames 

06 

53% 

Suzuki Allstar Extreme 

Racing 

Ubi Soft 

06 

72% 

Swiv 

Shoot-'em-up 

SCi 

16 

85% 

“^Tarzan 

Platform 

Activision 

05 

90% 

Tazmanian Devil: Munching Mad 

Adventure 

Infogrames 

07 

85% 

Test Drive 6 

Racing 

Infogrames 

08 

78% 

Tetris DX 

Puzzle 

' Nintendo 

01 

92% 

The Land Before Time 

Platform 

Virgin 

20 

72% 

The Nations - Land of Legends 

RPC 

JoWood 

24 

70% 

The World Is Not Enough 

Adventure 

EA 

23 

83% 

Three Lions 

Sports 

Take 2 

05 

82% 

Thunderbirds 

^iventure 


13 

93% 

Tiger Woods PGA Tour 2000 

Sports 

EA Sports 

08 

43% 

Tintin: Le Temple Du Soleil 

Platform 

Infogrames 

15 

71% 

Tiny Toons: Buster Saves... 

Arcade 

Virgin Int. 

19 

56% 

Tiny Toons: Dizzy's Candy Quest 

Puzzle 

Virgin 

20 

79% 

Titus The Fox 

Platform 

Titus 

13 

53% 

TOCA 

Racing 

THQ 

11 

920/0 

Tom & Jerry 

Platform 

Warner Bros 

06 

480/0 

Tom & Jerry: Mouse Attacks 

Platform 

Ubi Soft 

13 

850/0 

'Tomb Raider 

Platform 

Core Design 

08 

95% 

Tomb Raider: Curse of the Sword 

Adventure 

Activision 

20 

70% 

Tonic Trouble 

Platform 

Ubi Soft 

09 

880/0 

Tonka Raceway 

Racing 

Hasbro 

11 

31% 

Tony Hawk's Pro Skater 3 

Sports " 

Activision 

23 

90%' 

Tony Hawk's Skateboarding 

Sports 

Activision 

09 

640/0 

Toonsylvania 

Platform 

THQ 

11 

71% 

Tootuff 

Puzzle 

Infogrames 

20 

820/0 

Top Gear Rally 

Racing 

Nintendo 

03 

550/0 

Top Gun Missions 

Shoot-'em-up 

Titus 

20 

770/0 

Toy Story 2 

Platform 

THQ 

07 

80o^ 

Toy Story Racers 

Racing 

Activision 

17 

88% 

Trick Boarder 

Sports 

Natsume 

18 

550/0 

Turok 2 

Platform 

Acclaim 

02 

40% 

Turok 3 

Shoot-'em-up 

Acclaim 

11 

500/0 

Turok Rage Wars 

Adventure 

Acclaim 

06 

70% 

Tweenies: Doodle's Bones 

Platform 

BBC Int. 

22 

78o^ 

Tweety's High Flying Adventure 

Platform 

Kemco 

12 

790/0 

UEFA 2000 

Sports 

Infogrames 

11 

82% 

Ultimate Fighting Championship 

Beat-'em-up 

Ubi Soft 

16 

33% 

Ultimate Paintball 

Shoot-'em-up 

Take 2 

11 

50% 

Universal Monsters: Dracula 

Adventure 

Cryo 

22 

81o^ 

UNO 

Party 

Mattel 

14 

750/0 

VIP 

Shoot-'em-up 

Ubi Soft 

19 

6 O 0/0 

V-Rally Championship Edition 

Racing 

Infogrames 

03 

90% 

Wacky Races 

Racing 

Infogrames 

10 

900/0 

Wario Land 

Platform 

Nintendo 

01 

85% 

Wario Land 11 

Platform 

Nintendo 

01 

90% 

Wario Land III 

Platform 

Nintendo 

09 

93% 

Wave Races 

Racing 

Nintendo 

01 

660/0 

Wendy: Every Witch Way 

Platform 

TDK 

22 

84% 

Wetrix GB 

Puzzle 

Infogrames 

11 

480/0 

Wings of Fury 

Shoot-'em-up 

Red Orb 

09 

790/0 

Winnie The Pooh: 100 Acre... 

Adventure 

Disney 

10 

60% 

Winnie The Pooh And TIgger 

Platform 

Ubi Soft 

25 

75% 

Woody Woodpecker Racing 

Racing 

Konami 

16 

60% 

World Cup '98 

Sports 

EA Sports 

01 

80% 

Worms Armageddon 

Strategy 

Infogrames 

06 

48% 

WWF Attitude 

Beat-'em-up 

Acclaim 

04 

8 O 0/0 

WWF : Betrayal 

Beat-'em-up 

THQ 

21 

750/0 

WWF Wrestlemania 

Beat-'em-up 

THQ 

07 

480/0 

Xena: Warrior Princess 

Adventure 

Virgin 

15 

740/0 

X-Men Mutant Academy 

Beat-'em-up 

Activision 

11 

700/0 

X-Men Wolverine's Rage 

Platform 

Activision 

19 

66% 

Zelda: Link's Awakening 

RPC 

Nintendo 

01 

950^ 

Zelda: Oracle of Ages/Seasons 

RPG 

Nintendo 

21 __ 

95% , . , 



RPG 


Simulation 


Sports/Racing 


Strategy 




































CHEArS*TIPS 
MAPS*CODES & 
EXPERT GUIDES 


■ WAVE RACE: 

BLUE STORM 

■ PIKMIN 

■ SUPER MONKEY BALL 

■ TONY HAWK’S 
PRO SKATER 3 

■ SUPER SMASH 
BROTHERS MELEE 


CFTPIERYPCWnWI 


BfAT THE BOSSES 


132 pages packed 
full of GameCube 
goodness! 

100% tips and 
solutions 
for all the 
GameCube’s 
hottest games! 

Exclusive cheats 
& secrets! 


CHEA1S-TIPS-SECRETS-GUIDES AND PASSWORDS 


THE UK’S PREMIER BAMECUBE TIPS MAGAZINE 


ROGUE SQUADRON 


Massive full 
solutions for the 
best names! 


✓ THE COMPLETE GUIDE ■ -4 

✓ BEAT EVERT MISSION > 

✓ ALL THE SECRETS 


3BO NOSEGRAB 


Note: Cover and content in Cube Solutions are subject to change 



' Oli J ; 


Jeep 

















II 



."put it tbrdb^h 

'(our vittiiTi an4 listen in on their reaction 

l.lnvite to who wants to be a Millionaire 
Z.Invite to a Leaving ?art'( at Number lO 

. - ,, r ^ ^ ^^.Trouble with the Inland l^venue 

Pont foro^Ho tT'i our V /mi * 2.11 

Sample Stuaio, or ^ToKes \ 4.6ros6ed Lined with the Old PlU 

previous^ recoried in oury^.Mavhem with Mad MiKe 
6ioV6m ttall of fame^^ ** 1 ^ 1 

(p (vi>| Daughters ?regnant 

l.ldentit'i ?arade at Scotland Yard 
^.You're wanted as a Film 6i^tra 
.5e>^'( Model 5tu6K in Lift _ 

and Man'i More... 

f unnywindup. com 


' Intro*. hAobrt*/ 
^ &■ F.*&*ptlonlat ^ 

/^otnpatlbl* 
'Prof»**ional^ 
Ac-tori 



Calls cosi- d.p/ 


BS 99 3 P/V. 



iliWIJiEsHliTiTFra 


II 


CBEZ 


, Interactive Telephone 
©WIND UP Calls 
i@ni)fiMBg^^ li =EATLURi^ . 


CHOOSE FROM 6 NEW IRRITATING CHARACTERS 

EUV Tl USE: DIAL THE NUMBER, FUlllW THE SIMPLE INSTBUCTIUNS, UIBl 
IN VUUR UIUTIMSIBNBIINE UB MUBIIE NUMBER. LISTEN IN CBMPLETEllf^ 

UNUETECTEU AS INEV BET A BIIABIUUS EAR BASNING FBUM SUB 
IRRITATING CNARACTERS. A GREAT WAT TN UIINB UP TUUB MAJES. 

AOABO OK< AA 1 ifyou arepiaying the joke viaa 
U«fUv4 03l UUI SWITCHBOARD AT THE ViaiMSEND^V^VVORfCS 

l ljREMEMBER^MilCANlHEARiTHEMpUTiTHEYmNNOmEAm ^^^^^^^^^^^^^} 

Calls cost £1 per min from BT Landlines RSL Box 59 Stevenage 


WIND UP CAIXSI 


Listen to samples on the Internet 
@ www.windupcalls.com 

Mrs Davenport - Stammering Caller 

M, 


Long Lost Friend 
Recruited For The Army 
Date With A Hunky Star 
Madam’s Services - Unpaid! 
Telephone Date Reply 
You’ve Scratch^ My Carl 
TV Escort 



|j) 



The computer will dial out to your victim 
end then you can listen in on the line as he 
or she gets wound up! 


7555 153 





ultimate graphix & tones 


the hottest postcards 



2025833 


2025838 




2025829 

mmm 

#0QIIUi5 

2025828 

_lOui 



2025831 


2025835 

M J J ■ ■■HUM 

ADVISORY 

IJBIJII4HMJICT 

2025837 

YOU m 
nUPPET 

2025836 



2025811 

STAR 

WARS 

2025827 


2025808 


2025817 


2025812 


2025816 


call from your home, office or mobile phone to instantly receive your logo, 

rinqtone or postcard, receive or send one today! follow the 4 easy steps below. 


the most wanted logos 


GOD 


iiKUtUS MAJFRIX SEX 

2025788 2025804 2025801 

LIHKIHPARK 007 ^» 

2025794 2025807 2025799 

202580 5^_ 2025803 2025797 

flops; iSEKvl 

2025795 2025902 2025796 

2025791 2025769 2025796 


'll 


2025600 

ING^I^ANDe 

20^793 

2025792 
2025^^ 
2025790 


the most wanted ringtones 



^ mobee chart ^ 


Oasis * Hindu Times 

Gareth Gates - Unchained Melody 

Xpress 2 - Lazy 

Shakira > Whenever, Wherever 

Nickelback < You Remind Me 

Missy Elliot > 4 My People 

Britney Spears - Not A Girl, Not Yet A... 

All G & Shaggy • Julie 

JLo-Ain't It Funny 

Blue • Fly By 

Will Young • Evergreen 

Marilyn Manson • The Nobodies 

Enrique Igiesias * Hero 

So Solid Crew-Ride With Us 

S Club 7 - You 

R Kelly-Worlds Greatest 

Ladles First-Can't Wait 

DB Boulevard - Point of View 

Beverly Knight - Shoulda, Wouida... 

Pink-Get This Party Started 

Kyiie Minogue - In Your Eyes 


rock chart 


2025764 

Marilyn Manson ■ Tainted love 

2025765 

POO • Alive 

2025766 

Linkin Park ■ Crawling 

2025767 

Puddle of Mudd • Control 

2025768 

Metallica • Enter Sandman 

2025769 

Rage Against Machine • Guerilla Radio 

2025770 

The Hives ■ Hate to Say i Told You So 

2025771 

Sum41 • In Too Deep 

2025772 

Alien Ant Farm ■ Movies 

2025773 

Limp Bizkit • My Way 

2025774 

Slayer • South of Heaven 

2025775 

System of a Down • Toxicity 

2025776 

Slipknot ■ Wait G Bleed 

2025777 

A • Nothing 

IBI 

film fi tv themes 

2025778 

Captain Scarlet Theme 

2025779 

Flintstones Theme 

2025780 

Happy Birthday 

2025781 

Inspector Gadget Theme 

2025782 

Rainbow Theme 

2025783 

Star Wars Theme * 

2025784 

Mission Impossible Theme 

2025785 

James Bond Theme 

2025786 

Rocky Theme 

2025787 

Scooby Doo Theme 


postcards 
Nokia 3210/3310 
3330/6210/8210 


visit mobee.co.uk for 1000s more ringtones and logos 
1 choose your ringtone or logo 
S call the order hotline 

3 enter the code when asked 

4 your choice wiii be sent instantly from Eire caii isao 939 04 i 


compatibility 


Nokia 3210/3310 
3330/51XX (402) 
6ra/7110/8210 
88XX/9110 


ringtones 
Nokia 3210/3310 
3330/61n/6210 
7110/8110i/8210 


8agmMC930/932 

939/959 


item not delivered within 24 hrs? 
wrong item? call 0870 840 80 50 


_le order Ime cost £1.50/minM8s from 8 nwbile may cost more, average cal length 2mins. 

you must be over 16 to use this service ask permission from the person who pays for the phone bill before caftng 






































































tnew! 


newt 


* King Cat Entertainment 

PO Box 24363 
LONDON 
SW17 9FF 


Call: 020 8972 9494 (24hrs) 

Mon-Sat 11am/7pm 


VISA ] 


secure online ordering 


XBOX 

Dark Summit Jet Set Radio Future 

Genma Onimusha Halo 

Simpson Road Rage Project Gotham Racing 


Action Figures 

Videos/DVD's 

T-Shirts 

Posters 

Games 

and loads more... 


Mad Dash 
Bloodwake 
Max Payne 
TTansworld Surf 
Wreckless 

Advance 

Tekken Advance 
Golden Sun 
Breath of Fire 2 
Crash Bandicoot: 
animal Forest 
Scorpion King 
Broken Sword 


Dead or Alive 3 
Tony Hawk's Pro 3 
Oddwortd: Munch's Oddysee 
Amped 
and more... 


Street Fighter Alpha 3 
Sonic Advance 
Dark Arena 
Mario Advance 2 
Robopon: Cross Version 
Robopon: Ring Version 
and more... 


Graphic Novels^ 

Massive selection of Anime 


1 ^ Check online ot call for de 

— ^ . -A 'vV 
* ^^CAJiDCAPnm 

Call: 0906 557 5S51 
For your brochure and chance to win 
loads of Anime goodies. 


CameCube 

Fifa 2002 Luigi's Mansion 

Sonic Adventures 2 Wave Race: Blue Storm 
Rogue Leader Super Smash Bros. Melee 

Pikmin James Bond: Agent under Fire 

Tbrok Evolution NBA 2k2 


products. Tbrok Evolution NBA 2k2 

Check online or call for details. Monkey Bail and more. 

StarFox Dinosaur Planet 


PS2 

Metal Gear Solid 2 
Final Fantasy X 
New Platinum Range 


Controllers 
Memory cards 
and loads more... 


ps2wmmi 






UNIT 1117 WHITBIFT CENTER, CROYDON, SURREY, CRO 1 I?H 




BRCICEN SWDRD £2!7.99j 
KDNAI^ cu3u.£zrraN^G 
MARID2.1AP £10.90 
TMETMREE STDOtSIES CA 










































TOTAL 

ADVANCE 

Name. 

Signature. 

Address. 


I I cheque/postal order made payable to Paragon Publishing Ltd. 

Amount enclosed. 

I I Credit card type . 

(ACCESS/VISA/MASTERCARD/SWITCH) 

Issue No (Switch). 

Expiry date. 

Card Number. 

If you don't want to receive related material tick this box. Q 

BACK ISSUES ORDER FORM 

Please tick issues required 

(£3.99 each inc. p+p) UK only. Overseas prices available upon request. 


BOOK OFFER 


Please tick if required 

(£1.99 inc. p+p) UK only. Overseas prices available upon request. 
I I Game Boy Secrets, Strategies and Solutions 


Paragon Publishing Ltd. 

FREEPOST (SWB1565) 

Patchway 

BRISTOL 

BS32 OZZ 


□ 16 □ 17 □ 18 □ 19 □ 21 


Postcode. P |22 0 23 0 24 0 25 026 Telephone! ,01454 642442 

1 Fax: 01454 620080 

Tel. 0 28 0 29 Email: tgb@cisubs.co.uk 


trJ 

trJ 




Image: ^ 2002 LucasAits Entertainment Company LLC. S 2002 Lucasfilm Ltd. & TM. All Rights Reserved. LucasArts and the LucasArts logo are trademarks of Lucasfilm Ltd. 









































































N0.1 FOR GBA UPS AND CHEHIS 


100% ONOFFICIAL 


SECRETS, STRAT 


AND S 


<S) FULL SPIDEY SOLUTION 


1HEM0UIE 


✓ Beat every levet & supervillain 

✓ Unmask all Spide'y's secrets 


®THE IN-DEPTH GUIDE 


If 


Z\CN^ANCE 


✓ All the hidden 
goals and exits 


ITS BETTER 
THAN THE 
DAILY BUGLE! 


✓ Tips for beating 
all the bosses 


^105^ 













SIXTY POUNDS-WORTH OF 
INFOGRAMES TITLES ARE 
YOURS FOR THE ASKING! 



INFOGRAMES HAS KINDLY given US SIXTY POUNDS worth of classic GBA titles to give away to 
the first clever-trousers who can complete this crossword and unravel the code hidden on the blue 
highlighted squares. The answer is connected to this issue, so send your entries in to us no later 
than June 25, making sure to mark your entries Crossword Compo 29, or you'll confuse us! 



ACROSS 

I. (And 1 Down) Spider-Man's alter-ego. (5, 6) 
4. Wooden clothes receptacle. (8) 

9. Woefully cliched antipodean platform star. 

(3, 3, 8) 

10. Videogame geniuses what brought you 
Banjo Kazooie. (4) 

II. (And 23 Across) Legendary UK TV Sci-fi 
hero. (2, 3) 

12. (And 7 Down) Cartoon dogs who play tennis 
on the Gameboy! (6, 6) 

15. Full-tilt racer from Titus. (9) 

17. You don't want to be Alone in this! (4) 

19. Soap opera set in Walford. (10) 

23. See 12 Across. (3) 

25. Pokemon number 63. (4) 

26. Pokemon number 78. (8) 

27. Shell-bound Mario foe. (5) 


DOWN 

1. See One Across. 

2. According to Bond, this Never Dies. (8) 

3. Hasty or skin affliction. (4) 

4. One who breaks into computer databases. (6) 

5. Trademark, or Pokemon technique. (1,1) 

6. Slightly open. (4) 

7. See 12 Across. 

8. Secret-; News-; - of Satan (5) 

13. Stony broke! (4) 

14. Went against someone's feelings. (8) 

15. This type of person is a criminal in 17 Down's latest 
adventure. You may say Lennon was one! (7) 

16. To do this is human. (3) 

18. Floppy-eared cat bloke in Infogrames adventure. (6) 

20. Our smaller scoop of news? Hint - see page 8! (5) 

21. Illustrates, or pulls a gun. (5) 

22. Quick meal, especially favoured by Scooby. (5) 


RULES; Employees of Paragon Publishing Ltd, Infogrames, Nintendo, their agents, wholesalers, retailers and/or their relatives may not participate in this competition. Participants must 
be over 18 years of age and resident in the United Kingdom. Entries from persons under 18 must be countersigned by a parent or legal guardian. Entries are limited to one per person. 
No purchase is neccessary. The submitting of duplicate or multiple entries will result in instant disqualification. The editor's decision is final and no correspondence will be entered into. 
A list of the winners will be available from Paragon Publishing Ltd by post on request.There is no cash alternative for any prize offered. Proof of postage cannot be accepted as proof 
of delivery, and no responsibility can be accepted by Paragon Publishing Ltd for lost, delayed or damaged entries. From time to time, you may be sent news about exciting new 
products and opportunities that may be of interest to you. If you would prefer not to receive this information, please indicate this clearly on your postal or online entry. 
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It's a game that's selling itself on images of lamb chops, freaky flattened flocks and even 
Beatles spoofs. And it's all about... sheep herding. Will Sheep deserve to be played by 
more than One Man And His Dog? 


W BE QUICK! 

^ Email, text or post 
your thoughts on our 
new look to us today! 


ADVANCE 


Next IVlon[th...Next IVIonth...Next IN/lonth...N6Xt iVlonth 


COMING 


The small screen adaptation 

of Star Wars: Attack Of The ¥ , , 

Clones finally lands in the ' 

office. We'll be battling from y 

the rooftops of Coruscant to the 

final battle with Count Dooku for you folks, and 

report back on the trip! k 


V-Rally 3 has been pipped to the post by THQ's 
GT Championship Rally, but will Infogrames' 
rough road racer prove that the first racer off the 
starting line doesn't necessarily get the top place? 


Sp) 

i Speedb. 

* Zone of Ender 
Top Gun k 
;ade Classics 
py Tennis ^ 
Forces 



1 ”i ij 
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Picture messages work on the following Nokia^” Phones: 3210, 3310, 5510, 
61xx, 6210, 7110, 8210, 88xx, 9xxx. 


WHAT DO U DO? 

Look After it, Make it Behave 
Get It Into Trouble, Chat to It, 
Feed It, Don’t let it Die 


HOW TO? 


Madpets works on any below 
Mobile phone that can ^ 

Receive txt messages. 

Vodafone & BT Cellenet 
Users simply txt the word 
MAD to the number 81181 


eiEEP-W®''®® 


All other networks - call 

0906 664 3431 

And follow the voice prompts 




Lives in a wood, 
raps in a band 






Sassy and street cool luvs 
Media and being on TV I 


Calls to the number are charged at £1.50 per minute,call length is 2 
mins This will provide you with 10 credits. Messages received cost 1 
credit. Vodafone and BT Cellenet users will be charged £3.00 for 10 
credits by text messages. Calls to 090 numbers may cost more frc^m 
mobiles. If under 16 you must get permission from the bill payer. 


rmi 


m§m 


ms. 


§0 


sim 


!)» 






lA 




iK 


A 


WORKS ON ANY MOB LE 


WHAT 

DOES A PET DO? 

Has A Life, Has Adventures, 
Chats All Day, Asks U Questions, 
Sends U Text Twice A Day. 


TODAY'S FEATURED PETS 




Wants to be loved 
Wants to be human 




f. 


m 






f Clever, cool, _ 
snide and L 
sneaky 


Enjoys 
chasing 
stuff & eats 
anything 


abc 


160 


What 


day 


had 


ve 


A dog snaffled 
Tail, does it look 
Straight? 


my 


[A] 


[B] 


yes 


no 


Send 


Clear 






abc 160 

I no-ill have to put it in the 
door and do the slam 
trick...owweech I should 
not listen to U - eek 
[A] yes [B] no 

ESend Clear 


You can terminate the game at anytime by sending KILL Customer help^S: 
line is open Monday to Friday 9am until 5pm, 0871 872 1020. 



Operator logos work on the following Nokia‘ Phones: 3210,3310,51 xx, 61 xx, 
62xx, 7160,8210,88xx, 9xxx Other phones will not be able to see the images, 
this will not affect the enjoyment as the pets are driven by txt messages. 
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pukI 


mnil 


sky movies . film council 
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